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YOUR MONSTER’S KEEPER 


Rain falls through the leaves and onto a boy who 
refuses to abandon his home. The village hated him 
for the demon in his belly, but today he will defend 
that village with his life. 

A elf maiden’s tears boil away on her glowing 
cheeks. The temple stands in ruins around her anda 
celestial now sits enthroned at the palace of her soul 
demanding vengeance. 

Crawling through the wasteland irradiated by 
magics best forgotten, an orc stumbles. The 
Abomination within the world egg, awakened by the 
falling bombs, has found a host. They fight the eldritch 
energies coursing through them and to keep from 
becoming lost in the Abomination’s extra- 
dimensional mind. 

A dwarvish farmhand looks out over a frozen valley, 
wondering if xe really has a choice on this grand 
adventure or if xe is simply just a new shell for the 
voice in xer head. Will xe even be xerself at the end of 
this? We xe just be assimilated into the ancient, 
reincarnating wizard trying to kill Death? 

Keepers have great power, but it is not their own. 
They instead draw upon the unearthly entities sealed 
inside them. Where gods give their clerics power, 


warlocks receive their gifts through a mystic contract 
with their patrons, and Sorcerers ignite the powers 
coursing through their bloodlines, Keepers usually 
must take their powers by guile or force. 

A Keepers presence looms large over battlefields 
and can turn the tide of a fight. But they must keep 
careful watch over their prisoner lest they become 
corrupted by its influence or let it escape. 


ACCURSED VESSELS 


Mortals are often apprehensive around Keepers, as 
they are never quite sure if the person looking out 
from those eyes is their friend or a terrible creature 
trying to get free. Fear often leads to hate, so if their 
identity becomes known Keeper’s become magnets 
for discrimination. All kinds of evils and misfortunes 
are blamed on them and the entities sealed inside 
them. 


CREATING A KEEPER 


Becoming a Keeper is something that happens to 
you. Every Keeper has a story about how they came to 
contain a being of immense power. When making a 
Keeper, consider how the events that lead up to 
imprisoning your Sealed Entity have affected you, the 
enity, and the world around you. 


A Keeper’s relationship with their entity is almost 
always the defining relationship in their life. Sealed 
Entities are rarely pleased with their situation and 
often resent their jailors. While almost all Sealed 
Entities wouldn't hesitate to be free of their prison, 
they are creatures of immense power with goals of 
their own. Sometimes they will agree to help their 
Keeper or even prolong their imprisonment if it suits 
their interests 


[KEEPER 


PROFICIENCY 
LEVEL BONUS 


QUICK BUILD 


You can make a Keeper quickly by using these 
suggestions. Keeper’s are often either Strength or 
Charisma focused, but always benifit from a high 
Constitution. Many Keepers have Outlander or 
Criminal backgrounds. 


CHANNELING SPELLS — SPELL SLOTS PER SPELL LEVEL — 


FEATURES MANIFESTATIONS KNOWN 1ST 2ND 3RD 4TH 5TH 


Ist +2 
2nd +2 
3rd +2 
4th +2 
5th +3 
6th +3 
7th +3 
8th 43 Ability Score Increase dé 
9th +4 — dg 
10th +4 Sealed Entity Feature d8 
11th +4 Beyond Mortal Ken d8 
12th +4 Ability Score Increase d8 
13th +5 — 

14th 425) Sealed Entity Feature 

15th +5 Improved Guardian 


Channel Power, Sealed Entity d4 
Accursed Cloak, Spellcasting d4 
Manifestations, Overdraft d4 
Ability Score Increase d4 
Extra Attack dé 

Sealed Entity Feature dé 
Guardian Relationship dé 


Relationship 
16th +5 Ability Score Increase 
17th +6 _ 
18th +6 
19th +6 
20th +6 


CLASS 


FEATURES 


As a Keeper, you gain the following class features 


HIT POINTS 


Hit Dice: 1d8 per Keeper level 

Hit Points at Ist Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per Keeper level after Ist 


PROFICIENCIES 


Armor: Light & Medium Armor 

Weapons: Shortswords, Simple Weapons 

Tools: None 

Saving Throws: Constitution, Charisma 

Skills: Choose one from Athletics, Acrobatics, 
Deception, Insight, Intimidation, Perception, or 
Survival 


Perminant Manifestation 


Ability Score Increase 
Sealed Entity Feature 
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EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a)ashortsword or (b) 2 simple melee weapons 
e (a)a dungeoneer’s pack or (b) an explorer’s pack 
e (a) Chain shirt or (6) Leather Armor 


MULTICLASSING 


Prerequisites: To qualify for multiclassing into the 
Keeper class, you must meet these prerequisites: 
Constitution 13 and Charisma of 13. 

Proficiencies Gained |f Keeper isn’t your initial class, 
you gain no new proficiencies when you take your first 
level in Keeper. 


ANY SPELLS MARKED WITH A K ARE FROM KIBBLES GENERIC ELEMENTAL SPELLS 
ANY SPELLS MARKED WITH AN I ARE FROM IDEBEN’S OTHER GRIMIORES OF LEGENDARY MAGICS 


CHANNEL POWER 


Ist-level Keeper Feature 

Keeper’s can tap into the well of power that is 
sealed within their bodies to empower themselves 
while fighting. However, doing so exposes their mind 
to the corrupting influence of the entity sealed inside 
them. This power is represented by your Channeling 
Die, which begins as a d4. Your Channeling Die 
increases in size at higher levels according to the 
Keeper Level table above. 

Once, during each of your turns you can use your 
Channeling Die in the following ways: 


e Channel Harm: When you hit a creature with a 
melee weapon attack you may roll your 
Channeling Die and deal the result as additional 
force damage. 

e Channel Vigor: At the end of your turn you may roll 
your Channeling Die and gain temporary hit points 
equal to the result for 10 minutes. 


However, drawing on your sealed entity allows it 
access to your mind and body. When you use this 
feature and roll the maximum result on your 
Channeling Die the GM may cause you to gain or lose 
a Corruption Symptom (examples found later in this 
document). 

Corruption symptoms may be removed with the 
Purify Corruption downtime activity detailed in this 
document or by a restoration spell. Lesser Restoration 
may remove one Lesser Corruption Symptom ata 
time, while Greater Restoration may remove either a 
Greater or Lesser symptom. 


SEALED ENTITY 


Ist-level Keeper Feature 

Sealed inside every Keeper is a powerful entity 
which is the sourse of their powers. Choose a Sealed 
Entities detailed in this or other documents. Your 
choice grants you features at Ist, 6th, 10th, 14th, and 
20th levels. 


ACCURSED CLOAK 


2nd-level Keeper Feature 

In battle Keepers enter a strange state where the 
energy of their Seal Entity bubbles up to the surface, 
warping their appearance and empowering their 
tenacity. You may use a bonus action to activate your 
Accursed Cloak. Your Cloak remains active for 10 
minutes or until you dismiss it(no action required). 
While your Accursed Cloak is active you gain the 
following benefits: 


e You ignore the effects of exhaustion. 

e When you gain temporary hit points, increase the 
number of temporary hit points you gain by half 
your Keeper level rounded down. 

e While you are not wearing armor your AC equals 10 
+ your Dexterity modifier + your Constitution 
modifier. 

e When you make a weapon attack you may use 
your Charisma Modifier instead of your Strength or 
Dexterity for attack and damage rolls. 


Once you have activated this feature twice you may 
not do so again until you finish a short or long rest, 
unless you expend a spell slot of any level to activate it 
again. 

While your Accursed Cloak is active you may 
expend a spell slot to extend its duration by a number 
of minutes equal to 10 times the level of the slot 
expended. 


SPELLCASTING 


2nd-level Keeper Feature 

The Keeper casts spells by channeling the power of 
their Sealed Entity through their bodies. Since your 
magic relies on your force of will to control your Seal 
Entity’s power Charisma is your spellcasting ability for 
your Keeper spells and features. 


SPELLCASTING ABILITY 


Spell save DC = 8 + your proficiency bonus + your 
Charisma modifier 


Spell attack modifier = your proficiency bonus + your 
Charisma modifier 


SPELLCASTING FOCUS 


Your own body acts as a spellcasting focus for your 
Keeper spells and features. 


SPELL SLOTS 


The Keeper table shows how many spell slots you 
have to cast your spells of Ist level and higher. To cast 
one of these Keeper spells, you must expend a slot of 
the spell’s level or higher. You regain all expended 
spell slots when you finish a long rest. 

For example, if you know the Ist-level spell Burning 
Hands and have a Ist-level and a 2nd-level spell slot 
available, you can cast Burning Hands using either 
slot. 


SPELLS KNOWN OF IST LEVEL AND HIGHER 


At 2nd level, you know two Ist-level spells of your 
choice from the Keeper spell list. 

The Spells Known column of the Keeper table 
shows when you learn more Keeper spells of your 
choice of Ist level or higher. Each of these spells must 
be of a level for which you have spell slots, as shown 
on the Keeper table. 

When you gain a level in this class, you can choose 
one of the Keeper spells you know and replace it with 
another spell from the Keeper spell list, which also 
must be of a level for which you have spell slots. 


MANIFESTATIONS 


3rd-level Keeper Feature 

As your body learns to handle the energies of your 
Sealed Entity you gain the ability to manifest some of 
their abilities. You gain two Manifestations of your 
choice. When you gain certain Keeper levels you gain 
additional powers of your choice, as shown in the 
Manifestations column of the Keeper Table above. 
Each Manifestation has a level associated with it, you 
may only gain Manifestations for which you have an 
equal spell slot level. 


When you gain a level in this class, you can choose 
one of the Manifestation you have and replace it with 
another power you could learn at that level. 

You only gain the benefits of Manifestations if they 
are activated. When you activate your Accursed Cloak 
or as an action any other time you may activate a 
Manifestation by expending a Keeper spell slot equal 
to, or greater than, the Manifestation’s level. Once you 
do, it remains active until you complete a long rest. 

After you complete a long rest you may activate one 
Manifestation of each level you have access to with 
out expending a spell slot. 


OVERDRAFT 


3rd-level Keeper Feature 

You can push yourself and draw out more of the 
entity’s energy than the seal was designed to handle. 
You may use your bonus action to roll your 
Channeling Die and create a temporary spell slot, the 
slot’s level is equal to half the result rounded down 
(minimum 1). This may result in a spell slot greater 
than you may normally have access to; you may use 
this spell slot to upcast a spell as normal. This spell slot 
may only be used to cast spells and disappears at the 
end of your turn. You immediately gain a Corruption 
Symptom. 

At 3rd level you may only use this feature once 
before completing a long rest; you may use it twice 
starting at 7th level and three times at 14th level. 


ABILITY SCORE IMPROVEMENT 


4th-level Keeper Feature 

When you reach 4th level, and again at 8th, 12th, 
16th, and 19th level, you can increase one ability score 
of your choice by 2, or you can increase two ability 
scores of your choice by 1. As normal, you can’t 
increase an ability score above 20. 


EXTRA ATTACK 


5th-level Keeper Feature 
You can attack twice, instead of once, whenever you 
take the Attack action on your turn. 


GUARDIAN RELATIONSHIP 


7th-level Keeper Feature 

As you grow in power, your relationship with the 
entity sealed within has a major impact on the way 
you manifest its power. You gain one of the following 
benefits depending on your relationship with your 
sealed entity. When you complete a long rest you may 
change which the benefit you gain if your relationship 
with your sealed entity has shifted. 


e Harmony. Once per turn when you roll your 
Channeling Die you may choose to reroll the die, 
you must use the new result. 

e Discord. Once per turn, when you make an attack 
roll, ability check, or saving throw you may roll your 
Channeling Die and add it to the result. The next 
time you make an attack roll, ability check, or 
saving throw roll your Channeling Die and subtract 
it from the result. 


DEEPER RELATIONSHIP 


15th-level Keeper Feature 
You gain an additional benefit depending on your 
relationship with your Sealed Entity. 


e Harmony. The duration of your Accursed Cloak 
doubles. 

e Discord. \When you use your Channel Harm or 
Channel Vigor effects you may take the maximum 
result instead of rolling. You may not use this effect 
again until you expend a Keeper Spell Slot. 


BEYOND MORTAL KEN 


10th-level Keeper Feature 

The Entity Sealed within you has encountered the 
Great Powers across the planes, and for a while may 
have even walked as one. Your adventures have 
convinced your Sealed Entity to share their 
knowledge with you. You make a skill check using a 
proficiency granted by your Sealed Entity you may roll 
your Channeling Die and add the result to the check. 

Your Sealed Entity may additionally share their 
secrets with you, telling you about the true exploits, 
habits, and powers of other figures of legend. Your 
Entity may even recognize the small tells of the 
influence, avatars, aspects, incarnations, and even 
disguises of other great entities. You have advantage 
on ability checks made to know or discern 
information about the planes and key individuals, 
objects, and locations from across the multiverse. 


PERMINANT MANIFESTATION 


Beginning at 18th level the energy within your own 
body has naturally become like those of your Sealed 
Entity, choose a Ist or 2nd level Manifestation, you 
may activate that manifestation without expending a 
spell slot. If the chosen Manifestation’s effects would 
normally only apply while your Accursed Cloak is 
active, you instead gain the benefit all the time. 


TRANSFORMATIONS 


Several of the 20th level features of the sealed entities allow 
players to transform into creatures of a certian pis up to CR 
20. It may be difficult to find a fitting creature of the particular 


type. You are encouraged to retheme other stat blocks to 
match better. Alternatively several CR 20 creatures have been 
included at the end of this document to piovee inspiration for 


players and DM to create their own stat blocks. 


COMPLEXITY xxx 


The ancient twisting mind of a monstrosity from 
beyond the stars slumbers inside your body. It may 
have been sealed away by meager men to contain its 
corrupting influence; or perhaps you are the vessel 
chosen by Its secretive cult incubating their master as 
they prepare for its arrival; either way the 
machinations of mere mortals are not enough to 
confine it. Its foul tongue haunts your nightmares, 
opening your eyes to new dimensions and growing 
new limbs hidden therein. 


ABERRATION EXTENDED SPELL 
LIST 

The Abberation lets you choose from an expanded list 
of spells. The following spells are added to the Keeper 
spell list for you. 


LEVEL SPELLS 
1 Geiger’s Sickening Gaze', Command, Wild Flesh! 
2 Detect Thoughts, Ray of Enfeeblement, Suggestion 
3 Blink, Doubt', Shadows of the City! 
4 Black Tentacles, Color Out of Space’, Confusion 
5 Dominate Person, Geas, Telepathic Bond 


ABERRATION 


A MIND FROM BEYOND THE STARS 


At Ist level, you can glimpse into the mind and 
memory of the Aberration sealed inside you. You can 
speak, read, and write Deep Speech and gain 
proficiency in two of the following: Arcana, Deception, 
or History. 


ABERRANT FLESH 


At Ist level, when you have a creature grappled and it 
makes a roll to attempt to escape, you may use your 
reaction to roll your Channeling Die and reduce its 
total by the result. 

You may use a bonus action to inflict psychic 
damage equal to your Constitution Modifier to every 
creature you are grappled with. 

Additionally, you may choose to make the damage 
you deal with your Channel Harm feature psychic 
damage. 


EXTRA DIMENSIONAL LIMBS 


Starting at 6th Level, you learn to manipulate your 4th 
dimensional body and its seeming disconnected 
limbs. 

While your Accursed Cloak is active you may use a 
bonus action to manifest a tentacle from a space you 
can see within 10 feet. The tentacle counts as an 
extension of yourself, it uses your armor class and any 
damage dealt to it is subtracted from your hit points. 
As part of the bonus action used to manifest the 
tentacle, you may make an unarmed attack or 
attempt to grapple a creature within 10 feet of the 
tentacle. 

As a bonus action on subsequent turns, you may 
move the tentacle up to 15 feet and make another 
unarmed attack or attempt to grapple. The tentacle 
lasts until you manifest another tentacle or dismiss 
your Accursed Cloak. You may manifest your hidden 
limb a number of times equal to your proficiency 
bonus, regaining any expended uses when you 
complete a long rest. 

Additionally, your unarmed strikes are considered 
magic for the purpose of overcoming resistance. 


NON-EUCLIDEAN THOUGHT 


At 10th level, you may use an action to end the 
charmed or frightened condition on you and any 
creature you are touching. 


MADDENING FORM 


At 14th Level, while your Accursed Cloak is active, the 
when a creature starts their turn within 5 feet of you, 
or enters that range, it must make an Intelligence 
Saving throw. If it fails it gains a short-term madness 
effect! for 1d4 rounds. A creature that succeeds on 
their saving throw or recovers from their short term 
madness is immune to this effect for 24 hours. 


1. A TABLE OF SHORT TERM MADNESS EFFECTS CAN BE FOUND AT THE END OF THIS DOCUMENT. 


UNLEASH THE HORROR 


At 20th Level for a short while you can release the seal 
containing the Old God within you and use its raw 
powers for yourself. Once per long rest you gain one of 
the following features, depending on your relationship 
with your Sealed Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now Aberration 

e All of your Manifestations are considered active 

e You can take the Search action as a bonus action or 
as a reaction to another creature moving or hiding. 


Discord: While your Accursed Cloak is active you 
may use your action to transform into an Abberation 
of CR 20 or lower, as if transformed by the polymorph 
spell. At the beginning of each turn you are 
transformed you must roll your Channeling Die, you 
gain a Corruption Symptom if you rollthe maximum 
result. 
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COMPLEXITY i 


The burning light of a divine warrior is contained 
within your body. It may have been shackled by 
upstart mortals who wished to use its power as a 
ferocious weapon, by dark forces who wish to deprive 
the gods of one of their greatest defenders, or by the 
gods themselves for some ineffable purpose here 
below. Regardless, it is impossible to fully conceal the 


radiance of the Celestial. The presence of such a pure LEAKING RADIANCE 


Pea se emites Oo making you a great boon to At Ist level, you may release a damaging bolt of light 
ales cb ce ale te verb erences at your enemies. When you take the attack action you 


ARCHANGEL EXTENDED SPELLS may replace any of the attacks you would make with a 
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spell list for you. 


feature to this attack. 


LEVEL SPELLS Additionally, you may choose to make the damage 

ima Blesane ie Wunder Snelclor Fann ee deal with your Channel Harm feature radiant 

2 Lesser Restoration, See Invisibility, Spiritual Weapon SSeS 

3 Righteous Banner!, Mass Healing Word, Revivify CELESTIAL INFUSION 

4 Banishment, Divination, Guardian of Faith At 6th level, the celestial energies coursing through 

5 Dispel Evil and Good, Hallow, Hymn of Power! your veins is potent enough to invigorate yourself and 

others. 

CELESTIAL MIND While your Accursed Cloak is active when you use 
At Ist level, you can hear the whispers of the heavenly your Channel Vigor feature another creature you 
mind dwelling within you. You can speak, read, and touch gains an equal number of Temporary Hit points. 
write Celestial and gain proficiency in two of the You may do this a number of times equal to your 
following: Insight, Religion, or History. proficiency bonus, regaining any expended uses 


when you complete a long rest. 


LESSER MAGIC RESISTANCE 

At 10th level, when a magical effect would force you to 
make a saving throw you may roll with advantage. 
You may use this feature a number of time equal to 
your Proficiency Bonus, regaining all expended uses 
when you complete a long rest. 


SEARING BRILLIANCE 
At 14th level, you can release the pure energies as a 
flash of light so bright that it burns to look at you. 
While your Accursed Cloak is active you shed 30 feet 
of bright light and 30 feet of dim light beyond that. 
Additionally, while your Accursed Cloak is active when 
you are targeted by an attack or spell you may use 
your reaction to force the creature targeting you to 
make a Wisdom Saving Throw, if they fail they 
become blind until the end of their next turn, ona 
success they make any attack rolls against you at 
disadvantage until the end of their turn, excluding the 
triggering attack. 

If another spell or feature would cause you to shed 
light, increase that range by 30 ft. 


OPEN THE HEAVENS 

At 20th Level for a moment you can unchain the 
angel inside of you and take its weapons as your own. 
Once per long rest you gain one of the following 
features, depending on your relationship with your 
Sealed Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 

e Your creature type is now Celestial 

e All of your Manifestations are considered active 

e When acreature within 60ft takes damage you 
may use your reaction to make them regain 1d6 hit 
points. 


Discord: While your Accursed Cloak is active you may 
use your action to transform into a Celestial of CR 20 
or lower, as if transformed by the polymorph spell. At 
the beginning of each turn you are transformed you 
must roll your Channeling Die, you gain a Corruption 
Symptom if you rollthe maximum result. 


COMPLEXITY *3xx 


The fiendish authority of a Prince of Hell or an al 
Lord seethes within their prison, cursing their jailer: 
you. An exorcism may have freed you from their 
possession and sealed them inside you, you may be 
the container for a demonic sect waiting for their 
patron to bring about the end of the world, or you 
may contain a secret weapon from the past hidden 
away so that none may discover it; regardless of how 
the Dark One has come to dwell inside you, it will not 
betray its nature. The flames of perdition course 
through your veins, inviting you to revel in an orgy of 
destruction. 
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ARCHFIEND EXTENDED SPELLS 

The Archfiend lets you choose from an expanded list 
of spells. The following spells are added to the Keeper 
spell list for you. 


LEVEL SPELLS 

1 Disguise Self, Hellish Rebuke, Jinx’ 
Branding Smite, Devilish Delight, Flame Blade 
Bestow Curse, Remove Curse, ea Touch 
Death Ward, Soot and Cinders, Staggering Smite 
Cloudkill, Hell Forged Chains!, Flame Strike 


WHISPERS OF THE DARK ONE 
At Ist Level, you can hear the subtle whispers of the 
demonic mind trapped inside you. You can speak, 
read, and write Infernal or Abyssal and gain 
proficiency in two of the following: Insight, 
Intimidation or Deception. 
FIENDISH INFLUENCE 
At Ist level, your teeth and nails can be used as natural 
weapons, your teeth deal your Channeling Die + your 
Strength Modifier piercing damage and your nails 
deal your Channeling Die + your Strength Modifier 
slashing damage. When you roll a1 or 2 ona damage 
die for an Attack you make with a natural weapon, you 
can reroll the die and must use the new roll, even if 
the new roll is alora 2. 

Additionally, you may choose to make the damage 
dealt by your Channel Harm feature fire or necrotic 
damage. 
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FURY OF HELL 


At 6th level, while your Accursed Cloak is active, when 
you hit with a melee weapon attack it deals an 
additional 1d6 fire damage. Additionally, when you 
reduce a creature's hit points to zero until the 
beginning of your next turn you gain 15 feet of 
movement, a +] bonus to AC, and you may use your 
bonus actio to make another attack. 

Additionally, attacks made with your natural 
weapons are considered magic for the purpose of 
overcoming resistance. 


LESSER MAGIC RESISTANCE 


At 10th level when a magical effect would force you to 
make a saving throw you may roll with advantage. 
You may use this feature a number of time equal to 
your Proficiency Bonus, regaining all expended uses 
after a long rest. 


BLOOD OF FIRE 


At 14th level, while your Accursed Cloak is active when 
a creature within 5 feet of you hits you with an attack 
you can use your reaction to force that creature to 
make a Constitution saving throw. On a failed save the 
creature takes fire damage equal to your Keeper level 
and becomes blinded until the end of your next turn, 
a creature that succeeds only takes half damage. You 
may do this a number of times equal to your 
proficiency bonus, regaining all uses after a long rest. 


FIEND UNBOUND 


At 20th level, for a short while you can loosen the 
shackles of the Archfiend within you and use its raw 
powers as your own. You and your sealed entity make 
work in harmony or you may forcibly wield its powers 
for yourself. Once per long rest you gain one of the 
following features, depending on your relationship 
with your Sealed Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now Fiend 

e All of your Manifestations are considered active 

e Darkness and magical darkness can’t impede your 
vision and you telepathically speak to creatures 
within 120ft, they must understand the language 
you are speaking in to understand you and can't 
reply. 


Discord: While your Accursed Cloak is active you 
may use your action to transform into a Fiend of CR 20 
or lower, as if transformed by the polymorph spell. At 
the beginning of each turn you are transformed you 
must roll your Channeling Die, you gain a Corruption 
Symptom if you rollthe maximum result. 


| COMPLEXITY xxx3% | 


The twisting capricious of the Archfey struggles 
against the shackles of the seal upon your form. It 
may have been duped into this arrangement by one 
of its rivals in the courts of the Feywild, or placed 
inside you by a god that it crossed, or you might be 
the latest in your lineage to bear the responsibility of a 
deal made so long ago that it is now called a curse; 
however, none of these are enough to keep the 
Archfey from its mischief. It will require great wit, but 
the razor edge can be walked to direct your tenant's 
beguiling magic to your own ends. 


ARCHFEY EXTENDED SPELLS 


The Archfey lets you choose from an expanded list of 
spells. The following spells are added to the Keeper 
spell list for you. 


LEVEL SPELLS 
1 Charm Person, Faerie Fire, Sleep 
2 Devilish Delight, Misty Step, Suggestion 
3 Conjure Animals, Hypnotic Pattern, Doubt! 
4 Beguile!, Hallucinatory Terrain, Polymorph 
5 Modify Memory, Flash Step!, Seeming 


FAIRY CHARM 


At Ist level, you can feel the irresistible caprice of the 
feywild mind dwelling within you. You can speak, read, 
and write Sylvan and gain proficiency in two of the 
following: Deception, Persuasion, Stealth. 


COURTLY AIR 


At Ist level, you may use an action to force a creature 
within 10 feet of you to make a Wisdom Saving Throw, 
if they fail they become charmed by you until the end 
of your next turn. When the creature takes damage 
they may reattempt the saving throw. 

You have advantage on saving throws against being 
charmed. 


FAIRY CROWN 


At 6th level, while your Accursed Cloak is active you 
may use a bonus action to issue a one-word 
command to a creature charmed by you, during their 
next turn, if it is still charmed by you, it will attempt to 
carry out the instructionas if you cast Command on it. 
You may do this a number of times equal to your 
proficiency bonus, regaining any expended uses 
when you complete a long rest. 


FEY GARB 


Beginning at 10th level, while your Accursed Cloak is 
active the first attack a creature makes against you on 
its turn has disadvantage. 


FAE DOMINION 


Begninning at 14th when another creature within 30 
feet moves, you may use your reaction to teleport to 
an unoccupied space you can see within 30 feet. 


FREE THE FEY _ | COMPLEXITY 34x | 


At 20th Level the weirdness of the feywild suffused = 


your body. For brief moments you loosen the chains 
on your Sealed Entity and may act as a lord of Faerie. 
You and your sealed entity make work in harmony or 
you may forcibly wield its powers for yourself. Once 
per long rest you gain one of the following, depending 
on your relationship with your Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now Fey 

e All of your Manifestations are considered active 

e You may cast Misty Step once per round with out 
expending a spell slot 


Domination: While your Accursed Cloak is active 
you may use your action to transform into a Fey of CR 
20 or lower, as if transformed by the polymorph spell. 
At the beginning of each turn you are transformed 
you must roll your Channeling Die, you gaina 
Corruption Symptom if you roll the maximum result. 


Commander of undead armies, devourer of souls, an 
ancient mortal who has mastered death itself now sits 
seething with cold rage inside you. Somehow you 
became their new, unwilling phylactery: a rival 
undead lord may have locked them inside you, a host 
of priests banished them but they latched on to your 
soul before they were flung from this plane, or they 
may have hidden themselves to avoid the wrath of the 
Reaping Lord. Liches are crafty and they no doubt left 
contingencies for these very circumstances, but now 
maybe you can reap the benefit of their dreadful 
magic and accursed rites. 
ANCIENT LICH EXTENDED SPELLS 
The Ancient Lich lets you choose from an expanded 
list of spells. The following spells are added to the 
Keeper spell list for you. 
LEVEL SPELL 

1 Geyger’s Sickening Gazel, Protection from Evil and Good, Shield 
Aid, Invisibility, Ray of Enfeeblement 
Animate Dead, Dispel Magic, Protection from Energy 
Blight, Death Ward, Stinging Swarm 


Raise Dead, Contagion, Corrupt Essence! 
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FORBIDDEN RITES 

At Ist level, the dreadful designs of the Ancient Lich 
leek through the crack in its cage into your soul. You 
can speak and read one additional language of your 
choice and gain proficiency in two of the following: 
Arcana, Deception, or Medicine. 


NECROTIZING TOUCH 
At Ist level, your touch is suffused with the profain 
energies of necromancy. When you hit a creature with 
an unarmed strike you may use your Channeling Die 
in place of the normal damage and it deals necrotic 
damage. Until the beginning of your next turn, the 
target can not regain hit points and its speed is 
reduced by 10 feet. 

Additionally, you may choose to make the damage 
dealt by your Channel Harm feature necrotic damage. 


SANGUINE JEWEL 

At 6th level, while your Accursed Cloak is active when 
you deal necrotic damage you may regain Hit Points 
equal to half the damage dealt to a single creature. 
You may do this a number of times equal to your 
proficiency bonus, regaining any expended uses 
when you complete a long rest. 


BEYOND PAIN’S REACH 

At 10th level, when you take damage while 
concentrating on a spell if you have temporary hit 
points remaining you do not need to rolla 
Constitution Saving Throw to maintain concentration. 


LESSER PHYLACTERY 

At 14th level while your Accursed Cloak is active when 
you fall to O hit points you may use your reaction to 
dismiss your Accursed Cloak, regain hit points equal 
to your Keeper level, and teleport to a space you can 
see within 30 feet. You are also invisible until the end 
of your next turn. You may not use this feature again 
until you complete a long rest. 


DREADFUL LORD 

At 20th Level, sfor a short while, you can loose the 

bindings of the soul of the Ancient Lich within you 

and use its forbidden secrets to aid yourself. You and 

your sealed entity make work in harmony or you may 

forcibly wield its powers for yourself. Once per long 

rest you gain one of the following features, depending 

on your relationship with your Sealed Entity. 
Harmony: As a bonus action while your Accursed 

Cloak is active you may release the seal that restricts 

your Sealed Entity. For the next minute you gain the 

following benefits: 

e Your creature type is now Undead 

e All of your Manifestations are considered active 

e Friendly undead within 30 ft of you may use your 

Proficiency bonus in place of their own. 


Discord: While your Accursed Cloak is active you may 
use your action to transform into an Undead of CR 20 
or lower, as if transformed by the polymorph spell. At 
the beginning of each turn you are transformed you 
must roll your Channeling Die, you gain a Corruption 
Symptom if you roll the maximum result. 


| COMPLEXITY 3x4 


Ancient, Everlasting, and Unstoppable, all know to fear 
the might of the world devourer: The Ageless 
Tarrasque. The great beast may have been sealed in 
you to forestall its rampage; or evil wizard might be 
using you to incubate the titan after restarting its 
eternal regeneration; or the Gods may have hidden 
the Tarrasque within you to keep their creation safe 
for a little while longer. The Greatest of All Monsters 
now slumbers within you, it’s unstoppable power 
yours to wield, If you can control its unending hunger. 


THE AGELESS TARRASQUE 
EXTENDED SPELLS 


LEVEL SPELL 

1 Dire-Beast’, Impulse, IncreaseMass 
Earth Ripple, Smackdown, Spike Growth 

Counterspell, Dispel Magic, Meld into Stone 


Resilient Sphere, Stone Shape, Stoneskin 
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Commune with Nature, Momentary Rampage, Dispel Evil and 
Good 


INSTINCTS OF THE GREAT BEAST 


At lst level, the terrifying instincts of the mighty beast 
leaks through the seal. You have an innate sense for 
the quality of soil around and you gain proficiency in 
two of the following, Athletics, Nature, or Survival. 


THE GREAT MAW 

At Ist level, your powerful bite can be used as a natural 
weapon that deals your Channeling Die + your 
Strength modifier piercing damage. Additionally 
when you hit with your bite you may use your bonus 
action to force the target to make a Strength Saving 
Throw, on failed save the creature is grappled by you. 
At the end of their turn a creature grappled this way 
takes acid damage equal to your Constitution 
Modifier. 


IMPENETRABLE CARAPACE 


Starting at 6th level, while your Accursed Cloak is 
active, if you are not wearing armor, a hard carapace 
of something like metal and bone covers you, and you 


are considered to be wearing full plate armor and your 


AC is 12 + your Constitution modifier + your Strength 
modifier. 

Additionally your bite attack is considered magical 
for the purpose of overcoming resistances. 


LESSER MAGIC RESISTANCE 

At 10th level when a magical effect would force you to 
make a saving throw you may roll with advantage. 
You may use this feature a number of time equal to 
your Proficiency Bonus, regaining all expended uses 
when you complete a long rest. 


REFLECTIVE ARMOR 

Starting at 14th level when your Accursed Cloak when 
you are the target of Magic Missile, a line spell, or a 
ranged spell attack you may use your reaction to roll 
your Channeling Die and subtract the result plus your 
Armor Class from the damage. If you would reduce 
the damage to O the effect is reflected back as though 
it originated from you turning the caster into the 
target. 


AWAKEN THE TARRASQUE 

At 20th Level, for a short while, you can channel the 
full might of the world eater. You and your sealed 
entity make work in harmony or you may forcibly 
wield its powers for yourself. Once per long rest you 
gain one of the following features, depending on your 
relationship with your Sealed Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 

e Your creature type is now monstrosity (titan) 

e All of your Manifestations are considered active 

e You grow one size larger and your melee attacks 
deal an additional 1d4 damage 


Discord: While your Accursed Cloak is active you may 
use your action to transform into the Demi-Tarrasque, 
as if transformed by the polymorph spell. At the 
beginning of each turn you are transformed you must 
roll your Channeling Die, you gain a Corruption 
Symptom if you rollthe maximum result. 


A stat block for the Demi-Tarrasque, a monsterous fusion of a 
Tarrasque and a mortal can be found at the end of this 


document. 
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COMPLEXITY xxx 
Mighty, Massive, and Mysterious legends tell of the 
Awesome Monstrosity that waits just beyond the pale. 
Few have seen or heard of it in recent years because it 
now slumbers inside you. Maybe it was sealed inside 
you by a powerful mage to protect civilization, or a 
trickster god has hidden a rival’s favored pet within 
you, or perhaps an ancient pact has passed the land’s 
protector onto you, for when the world needs it most. 
A beast from legend now lives within you, its life force 
bolstering your own strength. Just be sure to keep 
from succumbing to its powerful instincts. 


MONSTROSITY EXTENDED SPELLS 
The Awesome Monstrosity lets you choose from an 
expanded list of spells. The following spells are added 
to the Keeper spell list for you. 


LEVEL SPELLS 
1 Dire-Beast', Impulse, Speak with Animals 
2 Smackdown, Enhance Ability, Locate Animals or Plants 
3. Nondetection, Protection from Energy, Speak with Plants 
4 Death Ward, Dominate Beast, Hallucinatory Terrain 
5 Momentary Rampage!, Commune with Nature, Hold Monster 


PRIMAL INSTINCTS 


At Ist level, the instincts of the monstrosity leak into 
your soul.You gain proficiency in two of the following: 
Animal Handeling, Nature, or Survival and you can 
easily notice signs that a creature has claimed its 
territory. 


MONSTROUS STRENGTH 


At Ist level the awesome strength of the monstrosity- 
within seeps into your muscles. Your unarmed strikes 
deal your Channeling Die + your Strength Modifier 
bludgeoning damage. 

Further, when you use your Channel Harm option 
you may use a bonus action to attempt to shove the 
creature. 


UNLEASHED KINETICS 


Beginning at 6th level while your Accursed Cloak is 
active when you successfully shove a creature you 
may choose to push the target back twice the normal 
amount or knock it back and make it fall prone. 

Additionally your unarmed strikes are considered 
magical for overcoming resistances and deal double 
damage to objects and structures. 


LEGENDARY VIGOR 


Starting at 10th level you become immune to non- 
magical diseases also, increase your maximum hit 
points by 10, and again by 1 every time you gain 
another Keeper level. 


EPIC RAMPAGE 


Starting at 14th while your Accursed Cloak is active 
your body takes on even more features appearing like 
a monstrous hybrid. And when you take the attack 
action while your Accursed Cloak is active you may 
make an additional attack. 


THE MONSTER MADE FLESH 


At 20th Level mortal and monster may blur and by 
their merging emerge as something even more 
fearsome. For a short while you can release the full 
potential of the Monstrosity within you. You and your 
sealed entity make work in harmony or you may 
forcibly wield its powers for yourself. Once per long 
rest you gain one of the following features, depending 
on your relationship with your Sealed Entity. 

Harmony. As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now your choice of Beast or 
Monstrosity 

e All of your Manifestations are considered active 

e You become one size larger and you successfully 
shove or grapple a creature you also deal 1d6 + your 
Strength modifier bludgeoning damage. 


Discord. While your Accursed Cloak is active you 
may use your action to transform into a Monstrosity of 
CR 20 or lower, as if transformed by the polymorph 
spell. At the beginning of each turn you are 
transformed you must roll your Channeling Die, you 
gain a Corruption Symptom if you roll the maximum 
result. 
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They were a mortal who delved deeper into the 
mysteries of magic, they held the powers of creation 
and destruction in their hands, now they find 
themselves held within your meager frame. The 
Archwizard may have made a mistake in their quest 
for immortality, or they may have been cursed by the 
gods to reincarnate inside new hosts until their 
impossible task is completed, or they may have been 
sealed away by a rival in the arcane arts; however they 
became implanted into you, you can be sure that the 
Archwizard still has their own agenda they are trying 
to enact. Though you may be able to learn from them 
and possibly even turn their forbidden knowledge 
towards your aims. 


ARCHMAGE EXTENDED SPELLS 

The Archmage lets you choose from an expanded list 
of spells when you learn an Keeper spell. The following 
spells are added to the Keeper spell list for you. 


LEVEL SPELLS 

1 Mage Armor, Disguise Self, Magic Missile, Unseen Servant 
Detect Thoughts, Invisibility, Levitate, Misty Step 
Counterspell, Dispel Magic, Tiny Hut, Sending, Slow 
Banishment, Dimension Door, Resilient Sphere, Polymorph 
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Animate Objects, Arcane Hand, Scrying, Telekinesis 


THE ARCHMAGE’S MEMORIES 


At Ist level, the knowledge of the Archmage 
sometimes slips into your mind. You you can speak, 
read, and write an additional language of your choice 
and gain proficiency in two of the following: Arcana, 
Investigation, or Perception. 


UNSTRUCTURED SPELLS 


At Ist level, when you complete a long rest select a 
cantrip from the wizard spell list, you may cast that 
cantrip at will until you complete your next long rest. 


CHANNEL SPELL 


At 6th level, after you complete a long rest pick 2 
spells of Ist or 2nd level from the wizard spell list, until 
you finish a long rest you know these spells, they 
count as Keeper Spells. 


LEAKING MASTERY 


At 10th level, you gain the benefit of a 2nd level Arcane 
Tradition Feature of your choice. If the feature refers to 
Wizard Level you may use Keeper Levels instead, if 
you have Keeper and Wizard levels, use the sum of 
both. 


EXPANDED INTELLIGENCE 


At 14th level, you can start using the immense 
brainpower locked inside you for your own purposes. 
How you use this power depends on your relationship 
with the your Entity. You gain one of the following 
abilities depending on your relationship with your 
Sealed Entity: 


e Harmony: While your Accursed Cloak is active a 
sphere of glowing arcane glyphs surrounds your 
head you can concentrate on 2 spells at once. 
When you would be forced to make a Constitution 
Saving Throw to maintain concentration the DC is 
equal to 10 + the sum of the level of both spells or 
the half damage taken, whichever is higher. If you 
fail you lose concentration on the higher level spell 
and gain a level of exhaustion. 

e Domination: You gain the benefit of a 6th level 
Arcane Tradition Feature of your choice. If the 
feature refers to Wizard levels you may use Keeper 
Levels instead, if you have both Keeper and Wizard 
levels you may use the sum of your Keeper and 
Wizard levels. 


UNFETTERED MAGE 


At 20th Level your mind and body are more than 
strong enough to hold the knowledge of an 
Archmage. For a short while you can release the seal 
constraining the mage within you and use its magic 
for yourself. You and your sealed entity make work in 
harmony or you may forcibly wield its powers for 
yourself. Once per long rest you gain one of the 
following features, depending on your relationship. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e You may cast any Wizard Cantrip 

e You gain 2 additional manifestations and all of your 
Manifestations are considered active 

e You gain a+] bonus to your Spell Attack Modifier 
and Spell Save DC 


Domination: As an bonus action while your 
Accursed Cloak is active you may release the seal that 
restricts your Sealed Entity. Until you dismiss your 
Accursed Cloak you roll a d20 for your Corruption 
feature at the beginning of each of your turns and 
gain the following benefits: 

e You gain 2 additional manifestations and all of your 
Manifestations are considered active 

e You gain an additional Keeper spell slot of each 
level 

e You gain the 10th level feature of an Arcane 
Tradition of your choice. 


THE ANCESTRAL 
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Massive Trees appear in many legends, some 
benevolently cradle worlds in their bows, others 
malevolently drain all life from the soil. The seasons of 
fate have made you the ancient tree’s new garden. 
You may be the bed from which a new world tree 
might grow, or a goddess could be using you to steal 
away the greatest of all plants, or you might have 
been selected by your tribe for the honor of being 
grafted into its canopy. Sprouts of the Ancestral Arbor 
grow in you now, sending its vivacious nectar to 
transform and empower you. Avoid being tangled in 
its tectonic purpose, and you will grow into its power. 


ARBOREAL EXTENDED SPELLS 

The Ancestral Arbor lets you choose from an 
expanded list of spells. The following spells are added 
to the Keeper spell list for you. 


LEVEL SPELLS 
1 Cure Wounds, Entangle, Sanctuary 
2. Barkskin, Calm Emotions, Spike Growth 
3. Plant Growth, Speak with Plants, Stinking Cloud 
4 Dominate Beast, Malignant Growth!, Mass Warding Bond! 
5 Commune with Nature, Hold Monster, Mass Cure Wounds 


HEARTWOOD OF MILLENIA 


At Ist level, the untold eons the Ancestral Arbor has 
seen begin to seep into your bones. 

You gain proficiency in two of the following: 
Medicine, Nature, and Survival. You also gain the 
Druidcraft cantrip. 


Additionally, when you complete a short rest ina 
place with loose soil, water, and sunlight you regain 1 
hit die. 


INGRAINED ROOTS 


Starting at 10th level, if you did not move on your turn, 
until the start of your next turn each time you take 
damage you may roll your channeling die and regain 
a number of hit points equal to the result up to the 
amount of damage you took. 


PEACEFUL GLEN 


Beginning at 14th you produce the Arbor’s secret 
defense, a potent cloud of soporous pollen. While your 
Accursed Cloak is active creatures of your choice that 
are not a construct or undead that begin their turn 
within 30 ft must make a Constitution Saving Throw, 
ona failure a creature can not take reactions and 
reduces its movement speed by half. A creature that 
fails by 5 or more can not take actions, but may still 
take bonus actions, until the beginning of your next 
turn. 


THE WORLD TREE 


At 20th Level your body has adapted enough to 
contain the enormous life energy of the Ancestral 
Arbor. For brief moments let the full power of your 
f Sealed Entity flow through you. You and your sealed 
\ entity make work in harmony or you may forcibly 
j wield its powers for yourself. Once per long rest you 
gain one of the following, depending on your 
relationship with your Entity. 
‘ Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 
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ANCIENT TOXIN 
At Ist level, you may use a bonus action to release a 
cloud of toxic pollen creatures within 5 feet of you 
must make a Constitution Saving Throw. On a failed 
save a creature becomes poisoned until the end of its 
next turn. A creature poisoned this way takes poison 


e Your creature type is now Plant 

e All of your Manifestations are considered active 
At the beginning of your turn you regain 5 hit 
points, unless you took fire or cold damage since 
the end of your last turn. 


damage equal to your Constitution Modifier at the Domination: While your Accursed Cloak is active 
beginning of its turn. you may use your action to transform into a Plant of 

You may choose to make the damage you deal with CR 20 or lower, as if transformed by the polymorph 
your Channel Harm feature poison damage. spell. At the beginning of each turn you are 


transformed you must roll your Channeling Die, you 
NOURISHING FRUIT gain a Corruption Symptom if you roll the maximum 


Beginning at 6th level, while your Accursed Cloak is result. 
active you may use an action and spend one hit die to 
produce a piece of sweet ripe fruit. As part of this 
action you may eat the fruit or give it to another 
creature within 5 ft. Another creature may use its 
bonus action to eat one of these fruits. A creature that 
eats a fruit either recovers from the poisoned 
condition or one non-magical disease, or regains HP 
equal to the average result (rounded up) of the hit die 
spent plus your Constitution Modifier. If a creature 
other than you eats the fruit it gains the effects again 
at the start of its next turn as well. Any of these fruits 
that remain when you finish a long rest become 
useless and rotten. 
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Dizzying complexity and ineffable purpose unite in 
the Apocalyptic Engine sealed within you. Why this 
otherworldly technology is connected to your flesh is 
a mystery. Perhaps you are just a component in its 
inscrutable design, or a last-ditch limiter bolted on by 
its alien creators, maybe you are the ingenious 
device’s power source, or were you built alongside the 
engine to be the inventor's greatest creation? No 
matter how you were integrated with the great 
machine's turbines and manifolds its energy is now 
yours, as long as you can keep it from tearing you 
apart. 


ENGINE EXPANDED SPELLS 


The Apocalyptic Engine lets you choose from an 


expanded list of spells when you learn an Keeper spell. 


The following spells are added to the Keeper spell list 
for you. 


LEVEL SPELL 


lst Detect Magic, Grease, Absorb Elements 

2nd Spike Cannon, Enhance Ability, Scrap! 

3rd ‘Tiny Servant, Sonic Sprint!, Mystic forge! 

4th Fabricate, Elemental Imunity!, Soot and Cinders! 

5th Cloud Kill, Blade Tree, Arcanist’s Intelligent Assistant! 
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A MIND OF WHEELS AND GEARS 


Starting at Ist level, your mind has been reconfigured 
to interface with the impossibly complex macanisms . 
You always know exactly how much time has passed 
and you gain proficiency with 2 of the following: 
Arcana, Athletics, and Perception. 


MECHANICAL INTEGRATION 


Also at Ist level your body begins to accept inanimate 


_ matter as part of itself. When you complete a long rest 


you may touch a weapon that lacks the heavy 
property and integrate it into your body. Treat the 
integrated weapon as a natural weapon. You are 
proficient with it, can not be disarmed of it, and may 
draw and stow it at any time. When you complete a 
long you may swap your integrated weapon with 
another weapon. 

You may choose to make the damage you deal with 
your Channel Harm feature bludgeoning, piercing, or 
slashing damage. 


EVOLVED ENGINE 


Starting at 6th level while your Accursed Cloak more 


/ of you body resembles the great machine, granting 


you access to a new component. Choose one of the 


following components: 


Momentum Capacitor. The engine inside you 
functions as a strange battery that can store kinetic 
energy for a short time. While your Accursed Cloak 
is active, once during each of your turns when you 
miss an attack or fail an ability check you can store 
some of the energy for later. Until the end of your 
next turn you may add your Constitution modifier 
to one as a bonus to one attack or damage roll, 
ability check, or saving throw that uses your 
strength or dexterity modifier. You may do this a 
number of times equal to your proficiency bonus, 
regaining any expended uses when you complete 
along rest. 

Gear Box. The engine inside you manifests as a 
complicated system of gears that alters your speed. 
While your Accursed Cloak is active, at the 
beginning of your turn you may choose to double 
or half your speed until the end of your turn. If you 
double your speed you may not add your ability 
modifier to your attack or damage rolls and you 
may use your bonus action to make an attack. If 
you halve your speed until the beginning of your 
dexterity modifier becomes O and your strength 
modifier is doubled. You may do either a number of 
times equal to your proficiency bonus, regaining 
any expended uses when you complete a long rest. 
Cardio Pump. The engine inside you keeps you 
moving even when your body would give out 
otherwise. While your Accursed Cloak is active and 
you have no more than half your hit points left, 
when you take damage you may use your reaction 
to use your Channel Vigor feature. 


e Pneumatic Extensions. The engine inside you 
manifests as telescoping extensions to your form. 
While your Accursed Cloak is active your natural 
weapons increase their reach by 5 feet. 

e Low Profile Chassis. The engine inside you 
manifests as strong spinning treads on your arms 
and shins. While your Accursed Cloak is active and 
you are prone you can move normally, you do not 
have disadvantage on attacks made against other 
creatures, and attacks of opportunity targeting you 
have disadvantage. 


After you complete a long rest you may choose a 
different component to manifest. 

Additionally, attacks made with your natural 
weapons are considered magic for the purpose of 
overcoming resistance. 


CONSTRUCTED FRAME 


Beginning at 10th level, pieces of your body are 
permanently upgraded with intricate pieces of 
machinery. You may choose to ignore any effect that 
would alter your form. 

Additionally you may choose one of the following: 


e Uniform Frame. You gain resistance to poison and 
psychic damage and one of your choice from non- 
magical bludgeoning, piercing, or slashing 
damage. 

e Modular frame. You gain a second Evolved Engine 
Component. 


OVERDRIVE 


Starting at 14th level while your Accursed Cloak is 
active you may use a bonus action to enter Overdrive. 
For the next minute or until you dismiss your cloak 
red hot heat sinks and pipes belching scalding steam 
emerge around your body, at the beginning of your 
turn roll your channeling die, and you and all 
creatures within 5 feet of you take fire damage equal 
to the result. When you enter your Overdrive choose 
one of your Evolved Engine components, you gain its 
Overdrive benefit. 


¢ Momentum Capacitor. When you miss an attack 
you may add your Constitution modifier to all 
attack and damage rolls, ability checks, and saving 
throws that use your strength or dexterity modifier 
instead of just one. 

e Gearbox. While your speed is doubled when you 
use your bonus action to attack you may attack 
twice. While your speed is halved you may choose 
to make only 1 attack using your attack action, if 
you do the weapon deals an additional 5d6 
damage. 

e Cardio Pump. When use your reaction to Channel 
Vigor you may also move up to half your speed or 
make an attack with a natural weapon against a 
creature within 5 feet as part of the same reaction. 

e Pneumatic Extensions. Your limbs shoot out faster 
than the eye can follow. Melee attacks that target a 
creature more than 5 feet away from you are made 
with advantage. 


e Low Profile Chassis. You may pass through spaces 
occupied by other creatures. On your turn, the first 
time you move through each space occupied by a 
hostile creature it takes 1d6 bludgeoning damage 
or 2d6 if the creature is prone. 


UNLIMITED MACHINE 


At 20th Level your body and brain can briefly sustain 
the power of your Sealed Entity at full throttle. You 
and your sealed entity may work in harmony or you 
may forcibly wield its powers for yourself. Once per 
long rest you gain one of the following features, 
depending on your relationship with your Sealed 
Entity. 

Harmony. As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now Construct 
e All of your Manifestations are considered active 
e You gain another Evolved Engine Component. 


Discord. While your Accursed Cloak is active you 
may use your action to transform into a Construct of 
CR 20 or lower, as if transformed by the polymorph 
spell. At the beginning of each turn you are 
transformed you must roll your Channeling Die, you 
gain a Corruption Symptom if you roll the maximum 
result. 


THE ANCIENT 


DRAGON 


COMPLEXITY xx 


The Wyrm that demanded tribute from man and 
beast alike now slumbers within your belly, one eye 
always open. The Ancient Dragon may have been 
sealed inside you by mortal mages in a bid to free 
their land from its tyrannical rule, or it may have 
sealed itself away inside you to hide from their rivals, 
or perhaps the ritual to aquire more power went 
wrong; whatever lead to its Imprisonment inside you 
the Ancient Dragon will still follow its instincts to 
acquire more, establish a domain, and rule. Your body 
is its new lair, why not indulge its desires? 


ANCIENT DRAGON EXTENDED 
SPELLS 
The Anceint Dragon lets you choose from an 
expanded list of spells. The following spells are added 
to the Keeper spell list for you. 

LEVEL SPELL 

1 Fog Cloud, Feather Fall, Guiding Bolt 

Gust of Wind, Hold Person, See Invisibility 
Evoker’s Orb!, Fly, Wind wall 
Draconic Echoes!, Locate Creature, Polymorph 
Cloudkill, Hallow, Hold Monster 
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THE COLOR OF YOUR SCALES 


While all Ancient Dragons are incredibly powerful, 
they are not all alike. When you select this subclass 


choose the kind of dragon that has been sealed inside 


you. The type of dragon will determine some of the 
benefits you will gain from other features. 


DRAGON DAMAGETYPE BREATH WEAPON SKILLS 
Black Acid 5x30ft. line Nature, Stealth 
Blue Lightning 5x30ft. line Nature, Persuasion 
Brass Fire 5x30ft. line History, Persuasion 
Bronze Lightning 5x30ft. line History, Stealth 
Copper Acid 5x30ft. line History, Deception 
Gold Fire 15ft. cone History, Arcana 
Green Poison 15ft. cone Nature, Deception 
Red Fire 15ft. cone Nature, Intimidation 
Silver Cold 15ft. cone History, Arcana 
White Cold 15ft. cone Nature, Survival 


HOARDED KNOWLEDGE 
At Ist level, the knowledge hoarded by the Ancient 
Dragon within you sometimes overflows into your 
awareness. 

You gain proficiency in the skills associated with 
your dragon and you can speak and read Draconic. 


BREATH WEAPON ATTACK 
At Ist level, when you take the Attack action you may 
forgo one attack to force all creatures with a range 
determined by your dragon type to make a Dexterity 
Saving Throw or take your dragon’s damage type 
equal to your Channeling Die. You may apply your 
Channel Harm feature to this. 

Additionally, you may choose to make the damage 
you deal with your Channel Harm feature the same as 
your dragon’s damage type. 


ELEMENTAL ADAPTATIONS 

Starting at 6th level, while you Accursed Cloak is 
active when you deal fire, cold, lightning, thunder, 
acid, or poison damage you may change the damage 
type to match your dragon's damage type. 
Additionally, while your Accursed Cloak is active, once 
per turn, when you deal damage matching your 
dragon's damage type you may treat one of the 
damage dice as if it rolled its maximum result. 


ARMORED SCALES 


Starting at 10th level, while your Accursed Cloak is 
active you heavy armored scales cover your form. 
Their shape and color match those of the dragon 
sealed within you. While your Accursed Cloak is active 
and you are not wearing medium or heavy armor you 
gain resistance to the damage type matching your 
dragon and non-magical bludgeoning, slashing, and 
piercing damage. 

MANIFESTED LAIR 

At 14th level, while your Accursed Cloak Is active the 
elemental energies of the dragon sealed inside you 
leaks out, saturating the space around you. Other 
creatures take damage equal to your Constitution 
Modifier of the type that matches your dragon when 
they begin their turn within 10 feet of you or the first 
time they enter that range on their turn. 

THE DRAGON REVEALED 

At 20th Level, for a short while you can call forth the 
Ancient Dragon to achieve your desires. You and your 
sealed entity make work in harmony or you may 
forcibly wield its powers for yourself. You gain one of 
the following features, depending on your relationship 
with your Sealed Entity. 

Harmony: As a bonus action while your Accursed 
Cloak is active you may release the seal that restricts 
your Sealed Entity. For the next minute you gain the 
following benefits: 


e Your creature type is now Dragon 

e All of your Manifestations are considered active 

e When you deal damage matching your dragons 
damage type you may reroll any Is on the damage 
roll, using the new result. 

Discord: While your Accursed Cloak is active you may 

use your action to transform into a Dragon of CR 20 or 

lower, as if transformed by the polymorph spell. At the 

beginning of each turn you are transformed you must 

roll your Channeling Die, you gain a Corruption 

Symptom if you roll the maximum result. 


MANIFESTATIONS 


If an manifestation has prerequisites, you must meet 
them to gain it. You can learn the manifestation at the 
same time that you meet its prerequisites. Unless 
otherwise stated, if a manifestation would have you 
make a choice, make that choice when you gain the 
Manifestation, not when you activate it. You may 
change your decision when you gain an Keeper level. 


ABSORB IRE 


3rd-level Manifestation 

Choose a damage type. When you take damage of 
that type you may reduce the damage you would 
take by an amount equal to the result of a roll of your 
Channeling Die plus half your Keeper level (rounded 
up). If you would reduce the damage to less than O 
you may use your reaction to regain temporary Hit 
Points equal to the remaining difference. 


A PATH TO RETURN 


Ist-level manifestation 
You may add your proficiency bonus to death 
saving throws. 


ADAMANT CLOAK 


2nd-level manifestation 
While your Accursed Cloak is active any critical hit 
against you becomes a normal hit. 


ACQUISITION SENSE 


Ist-level manifestation 

You have advantage on Wisdom(perception), 
Intellegence(investigation), or Wisdome(survival) 
checks made to search for a specific item, treasure, or 
creature. 


ANCIENT MEMORY 


3rd-level manifestation 

You may cast Legend Lore without expending a 
spell slot or material components. After the spell ends 
you must immediately make a DC 20 Constitution 
Saving throw. On a failed save you gain a level of 
exhaustion. You may not cast this spell this way again 
before completing along rest. 


ARMORED CLOAK 


Ist-level manifestation 

While your Accursed Cloak is active and you are not 
wearing medium or heavy armor you gain a +2 bonus 
to your AC. 


AUGMENTED SKILL 


5th-level manifestation 

When you activate this manifestation choose a skill 
proficiency, when you make an ability check that uses 
that proficiency double your proficiency bonus. 


AURA OF AUTHORITY 

3rd-level manifestation While your Accursed Cloak is 
Active, you and friendly creatures within 15 feet of you 
can't be frightened. 


AWAKENED TITAN 


4th-level manifestation 

You may gain the benefits of a long rest during a 
short rest, your next long rest takes twice as long and 
you may not gain the benefits of a short rest until you 
complete a long rest. 


BALEFUL ENERGY 


3rd-level manifestation 

Choose a damage type from fire, cold, thunder, 
poison, acid, psychic, force, radiant, or necrotic. When 
you deal damage of that type ignore resistances. 


BRUTE MAGIC 


Ist-level manifestation 
You learn the Eldritch Edge! and Perseverance 
cantrips 


CHAOS ARMOR 


3rd-level manifestation 

While your Accursed Cloak is active when a creature 
attacks you they make the attack roll with 
disadvantage. When you take damage this effect 
ends. On your turn you may use your bonus action to 
reactivate this effect. 


COMMAND THE WINDS 


4th-level manifestation 

You learn the Turbulent Air'spell (this does not 
count toward spells know), and may cast it once per 
long rest without spending a spell slot. You may cast it 
as part of the same action you use to activate your 
Accursed Cloak. 


COMPEL ANSWERS 


4th-level manifestation, Prerequisite: Converse 

Once per long rest you may use an action to force 
your Sealed Entity to answer your questions. For one 
minute your Entity will answer up to three questions 
correctly and truthfully. They must be yes or no 
questions. Some questions might be unknown to the 
entity in which case it will admit as much. In cases 
where a one word answer may be misleading or 
contrary to the entity's goals the GM might offer a 
short phrase or impression instead. 


CONVERSE 


Ist-level manifestation 

You can either force your Sealed Entity to speak to 
you for at least 1 minute or stop your entity from 
speaking to you for up to an hour. You may do this a 
number of times equal to your proficiency bonus. 
While speaking with your Entity it remains true to its 
nature and goals, it may be honest, deceitful, vague, 
belligerent, helpful, or manipulative. 
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DEATH BURST 


Ist level manifestation 

Choose a damage type. When your Accursed Cloak 
ends due to being reduced to O HP you may choose 
to expend and roll any number of hit dice. All 
creatures within 15ft must make a Dexterity saving 
throw or take damage of the chosen type equal to the 
result of your roll, creatures take half damage ona 
successful save. 


DEMONIC SMITE 


2nd-level manifestation 

When you deal necrotic or fire damage you may 
increase the damage dealt by 1d6. Additionally, when 
you would deal radiant damage you may choose to 
deal necrotic or fire damage instead. 


DISRUPT LIFE 


Ist-level manifestation 

You may use an action to force each non-undead 
creature within 10 feet to make a Constitution Saving 
throw or take 2d4 necrotic damage and they have 
disadvantage on all Constitution and Death Saving 
Throws until the end of your next turn. 


DREAD GAZE 


2nd-level manifestation 

You may add your Constitution modifier to any 
Wisdom(perception) checks and your Passive 
Perception. 


EARTHEN EYES 


Ist-level manifestation 

When you activate your Accursed Cloak you may 
choose to become blind, if you do you gain Tremor 
Sense out to 3Oft. 


EARTHGLIDE 


5th-level manifestation, Prerequisite: Revelation of the 
Earth 

While your Accursed Cloak is active you gain 5 ft of 
Burrowing Speed and you can burrow through 
nonmadgical, unworked earth and stone. While doing 
so, you don't disturb the material you move through. 


ELEMENTAL MASTERY 


Ist-level manifestation 
Choose a kenisis cantrip, while this Manifestation is 
active you may cast it at will. 


ELUSIVE CLOAK 


Ist-level manifestation 

When you activate your Accursed Cloak you may 
Disengage as part of the same bonus action. While 
your Accursed Cloak is active you may take the 
Disengage action as a bonus action. 


ENHANCED AWARENESS 


Ist-level manifestation 
You gain proficiency in Insight and Perception. 


EMPOWERED AUTHORITY 


Ist-level manifestation 
You have advantage on Charisma(Persuasion) or 
Charisma(Intimidation) Ability checks. 


ENERGY RESISTANCE 


3rd-level manifestation 

When you activate this manifestation, choose a type 
of damage: fire, cold, thunder, lightning, acid, poison, 
necrotic, or radiant, you are resistant to the chosen 
damage. 


ENTHRALLING PRESENCE 


2nd-level manifestation 

While your Accursed Cloak is active creatures within 
15ft. of you have disadvantage on Wisdom(Perception) 
checks to perceive any other creature beside you. 
Creatures affected by this may make a Wisdom 
Saving Throw at the end of their turn, ending the 
effect on a success. A creature that succeeds their 
saving throw is immune to this effect for 24 hours. 


ESSENTIAL FORM 


3rd-level manifestation 

While your Accursed Cloak is active, you may use an 
action to become made of pure essence, for 10 
minutes you shed bright light up to 6O feet away and 
dim light to 120 feet and you gain the effects of 
Gaseous Form. Additionally, choose a damage type 
from fire, cold, lightning, thunder, acid, poison, force, 
necrotic, or radiant, the first time you pass through a 
creature they take damage of that type equal to your 
Proficiency Bonus. You may use a bonus action to end 
these effects. 

You may not use this again until you finish a long 
rest. 


ESTABLISH DOMINION 


3rd-level manifestation 

You learn the Magic Circle spell (this does not count 
towards the number of Keeper spells known) and may 
cast it once per long rest as an action with out 
spending a spell slot or material components. 


EXCEPTIONAL CONTROL 


2nd-level manifestation 

When you use an effect that would force at least 
one creature to make a Dexterity Saving Throw 
instead you may make a ranged spell attack against a 
single creature within the spells range on a hit they 
suffer the effects as if they failed the saving throw. 


EXPANDED MAGIC, LESSER 


Ist-level manifestation 

You learn an additional Ist-level spell from your 
entity’s extended spell list. Once per long rest you may 
cast it or another Ist level spell that you know on the 
extended spell list with out expending a spell slot. 


EXPANDED MAGIC, GREATER 


2nd-level manifestation 

You learn an additional 2nd-level spell from your 
entity’s extended spell list. Once per long rest you may 
cast it or another 2nd-level spell that you know on the 
extended spell list with out expending a spell slot. 


EXPANDED MAGIC, LEGENDARY 


3rd-level manifestation 

You learn an additional 3rd-level spell from your 
entity’s extended spell list. Once per long rest you may 
cast it or another 3rd level spell that you know on the 
extended spell list with out expending a spell slot. 


EXPANDED MAGIC, EPIC 


4th-level manifestation 

You learn an additional 4th-level spell from your 
entity’s extended spell list. Once per long rest you may 
cast it or another 4th level spell that you know on the 
extended spell list with out expending a spell slot. 


EXPANDED MAGIC, MYTHIC 


5th-level manifestation 

You learn an additional Sth-level spell from your 
entity’s extended spell list. Once per long rest you may 
cast it or another 5th level spell that you know on the 
extended spell list with out expending a spell slot. 


EXTRA LIMBS 


Ist-level manifestation 

While your Accursed Cloak is active you grow two 
prehensile tentacles. They are not suited for delicate 
or dexterous work but can be used to grapple 
additional creatures or hold some objects. 


FALSE APPEARANCE 


2nd-level manifestation 

Choose an inanimate object that matches your size 
(like a medium tree or stone statue). While your 
Accursed Cloak is active when you are not moving you 
are Indistinguishable from that object. Another 
creature may attempt to discern your true nature by 
making a Intelligence(Investigation) check, DC equals 
5 plus your Passive Deception (calculated like Passive 
Perception). 


FEARFUL AURA 


Ist-level manifestation 

While your Accursed Cloak is active you may use an 
action to force all creatures within 15 feet of you to 
make a Wisdom Saving Throw or become frightened 
of you for 1 minute. Creatures may attempt the Saving 
Throw again at the end of their turn to end the effect. 
A creature that succeeds the saving throw is immune 
to this effect for 24 hours. 


FEARLESS 


Ist-level manifestation 
You have advantage on checks and saving throws to 
resist the frightened condition. 


GREATER RADIANCE 


2nd-level manifestation 

When you deal radiant or fire damage, you may deal 
an additional radiant or fire damage equal to your 
Constitution Modifier. 


GREATER REVELATION OF SCALE 


4rd-level manifestation, Prerequisite: Revelation of 
Scale 

When you activate your Accursed Cloak youmay 
choose to grow one size larger; while you are enlarged 
your AC decreases by 1 and once on each of your 
turns, one of your attacks with a weapon or an 
unarmed strike can deal an extra 2d6 damage. 


HELLISH RESILIENCE 


2nd-level manifestation 
You are resistant to fire and necrotic damage. 


HELLISH STEP 


3rd-level manifestation 

While your Accursed Cloak is active you may use a 
bonus action to teleport to a location you can see 
within 30 feet. Creatures within 5 feet of your 
destination take fire damage equal to your 
Constitution Modifier. 


IMPOSING AFFECT 


Ist-level manifestation 
You can learn the Thaumaturgy cantrip and may 
cast it as a bonus action. 


IMPOSSIBLE REACH 


2nd-level manifestation 
While your Accursed Cloak is active your reach 
increases by 5 feet. 


IMPOSSIBLE STRENGTH 


2nd-level manifestation 

You count as one size larger when calculating how 
much you can carry and you gain proficiency with 
Strength Saving Throws. 


INCREASED RANGE 


4th-level manifestation 
If a ranged weapon, spell, or feature has a range, 
double that range. 


INFUSED WEAPON 


3rd-level manifestation 

Choose a damage type from, acid, cold, fire, 
lightning, poison, thunder, force, radiant, or necrotic. 
When you activated this manifestation you infuse a 
weapon you can touch with your Entity’s energy. Until 
you complete a long rest the weapon has a +1 bonus 
to attack rolls and deals an extra 1d4 damage of the 
chosen type when it hits. 

If you infuse the same weapon every day for three 
months it permanently becomes an uncommon 
magic weapon with the same effects. 


INNATE MANIFESTATION 


Ist-level manifestation 
You learn 1 cantrip from any Spell list. 


INSTANT REGRET 


3rd-level manifestation 

While your Accursed Cloak is active when a creature 
within 15 feet deals damage to you, you may use your 
reaction to force them to make a Wisdom Saving 
Throw, if they fail they become charmed or frightened 
by you, your choice. They may reattempt the saving 
throw again whenever they take damage to break 
free of the effect. A creature that succeeds on the 
saving throw is immune to this effect for 24 hours. 


INTENSIFIED ELEMENT 


Ist-level manifestation 

Choose a damage type from: Acid, Cold, Fire, 
Lightning, Poison, and Thunder. When you deal that 
damage you may deal additional damage equal to 
your Charisma modifier. 


INVESTED ELEMENT 


5th-level manifestation 

Choose an Form-of-Element* spell, once per long 
rest when you activate your Accursed Cloak you may 
spent a spell slot of 4th level or higher to gain the 
effects of that spell. 


LESSER MAGIC 


Ist-level manifestation 
You gain the Mage Hand and Prestidigitation 
cantrips. 


LIGHT THROUGH THE CRACKS 


Ist-level manifestation 

You can gain the Dancing Lights and Light cantrips. 
Additionally you learn Faerie Fire, which does not 
count toward your number of spells known, and you 
may cast it once with out spending a spell slot before 
you complete a long rest. 


LOATHSOME FANGS, CLAWS, 
HORNS 


2nd-level manifestation 

While your Accursed Cloak is active, any Natural 
Weapons you possess gain a +1 bonus to attack and 
damage rolls and count as magical for the purposes 
of overcoming resistances. 


LOYAL SERVANT 


2nd-level manifestation 

When you activate this manifestation you summon 
a familiar to your service, as if by the Find Familiar 
spell. In addition to the normal options, your familiar 
may be a tiny CR1or less creature of the same type as 
your Seal Entity’s 20th level transformation feature. If 
you have an Archwizard Sealed Entity your familiar’s 
type may be beast or construct. While this 
manifestation is not active the familiar remains in its 
pocket dimension and will not heed you. 


To expand the options available for Loyal Servant, tiny CR 1 


creatures of several types have been included in the 
appendices as an option or template for custom creatures. 


MALIGNANT HATE 


2nd-level manifestation 

Choose a creature type. When you take the attack 
action and do damage to a creature of that type you 
deal an additional 1d6 damage. 


MANIFEST NATURAL WEAPONS 


Ist-level manifestation 

While your Accursed Cloak is active you grow horns, 
claws, and fangs that may be used as a natural 
weapon, they deal 1d4 + Strength bludgeoning, 
slashing or piercing damage as appropriate. 


MIND TO MIND 


Ist-level manifestation 

You can telepathically soeak to creatures within 15 
feet of you. They understand you as long as they can 
speak a language, even if you do not speak ina 
language they understand. They may respond to you, 
but you only understand them if they thinkin a 
language you understand. 


MONSTROUS EYES 


2nd-level manifestation 

While your Accursed Cloak is active your eyes glow 
with a baleful light, and you can see normally in 
darkness, both magical and non magical, toa 
distance of 60 feet. 


ORDAINED EVENTS 


4th-level manifestation 

While your Accursed Cloak is active you may adda 
d4 to any ability check, attack roll, or saving throw of 
you or another creature within 30 feet. Once you do 
so, you may not use this again until the beginning of 
your next turn. 


NATURAL DOMAIN 


3rd-level manifestation 

Choose an environment. While you are in that 
environment you may hide even if you would 
otherwise be unable to. Additionally when you make a 
Nature, Stealth, or Survival check in that environment 
treat any roll 9 or lower as if it were a 10. 


OTHERWORLDLY CHARM 


Ist-level manifestation 

You can learn the Friends cantrip, when the effect 
ends other creatures do not necessarily become 
hostile to you, but they do learn of your nature as an 
Incareror and the type of entity sealed with in you. 


OTHERWORLDLY LEAP 


Ist-level manifestation 
While your Accursed Cloak is active, triple you jump 
distance. 


OVERCHANNEL MAGIC 


3rd-level manifestation 

While your Accursed Cloak is active, when you deal 
damage to a creature using a Keeper Spell you may 
apply your Channel Harm feature to the damage. 


PRIVATE SANCTUM 


4th-level manifestation 

You learn the Private Sanctum spell, which does not 
count towards your number of spells known. Once per 
long rest you may cast it with out expending a spell 
slot. 


PERSONAL REFERENCE FRAME 


2nd level manifestation 

While your Accursed Cloak is active you gaina 
climbing speed equal to your walking speed and can 
move up, down, and across vertical surfaces and 
upside down on ceilings while keeping your hands 
free. 


PHASE STEP 


3rd-level manifestation 

While your Accursed Cloak is active, once per turn 
you may expend any amount of movement to 
teleport an equal distance to a space that you can see. 


POWER OF THE CROWD 


4th-level manifestation 

When you use your Channel Vigor feature, you gain 
5 additional temporary hit points for every friendly 
creature or creature charmed by you with in 10ft. 


PROTEAN FORM 


2nd-level manifestation 

While your Accursed Cloak is active you may use 
your action to transform your appearance. You decide 
What you look like, including your height, weight, 
facial features, sound of your voice, hair length, 
coloration, and distinguishing characteristics, if any. 
You can make yourself appear as a member of 
another race, though none of your statistics change. 
You also can’t appear as a creature of a different size 
than you, and your basic shape stays the same; if 
you're bipedal, you can’t become quadrupedal, for 
instance. You can use your action to change your 
appearance in this way again. 


QUICK CLOAK 


Ist-level manifestation 

When you activate your Accursed Cloak you may 
Dash as part of the same bonus action. While your 
Accursed Cloak is active you may Dash as a bonus 
action. 


RADIANT FORM 


3rd-level manifestation 

While your Accursed Cloak is active you shed bright 
light for 10 feet and dim light for an additional 10 feet. 
Any magical darkness created by a spell of a level less 
than or equal to your Proficiency Bonus that the 


bright light touches Is dispelled. If you already shed 
light, increase its range by 10 ft. 


RESPLENDENT BODY 


2nd-level manifestation 
While your Accursed Cloak is active you gain 
resistance to radiant and necrotic damage. 


RESONANT SOMNOLENCE 


5th-level manifestation 

When you activate this manifestation choose an 
emotion, impression, or message of up to 10 words. All 
creatures with in 10 miles that sleep while this 
manifestation is active find their dreams resonating 
with your chosen message. 

You may spend 10 minutes influencing the behavior 
of a random sleeping creature in range. The roll a d20, 
if the result is 6 or greater a random creature will 
attempt to complete a simple, one sentence task you 
give it, as long as it doesn’t believe the task will cause 
them harm, if the result is a 1,a random creature will 
attempt to complete a simple task your sealed entity 
gives It. 


RESTORATIVE CHANNELING 


3rd-level manifestation 
When you expend and roll hit dice during a short 
rest you regain the maximum result. 


REVELATION OF THE DEEP 


Ist-level manifestation 
While your Accursed Cloak is active you gaina 
swimming speed of 30 feet and you can breath water. 


REVELATION OF THE EARTH 


2nd-level manifestation 
While your Accursed Cloak is active you gaina 
burrowing speed of 15 feet. 


REVELATION OF SCALE 


2nd-level manifestation 

When you activate your Accursed Cloak you may 
choose to grow one size larger; while you are 
enlarged, once on each of your turns, one of your 
attacks with a weapon or an unarmed strike can deal 
an extra 1d6 damage. 


REVELATION OF THE SKY 


2nd-level manifestation 
While your Accursed Cloak is active you gain a flying 
speed of 30 feet. 


SAVAGERY 


Ist-level manifestation 

When you take the attack action and use natural 
weapons you may make another attack with your 
natural weapons as a bonus action. 


SEALED RECOGNITION 


Ist-level manifestation 
You can cast the Identify spell once per long rest 
without expending a spell slot or material component. 


SECONDARY EXPRESSION 


3rd-level manifestation 

When you would force a creature to make Dexterity 
saving throw you may choose to force them to make a 
Constitution Saving Throw, instead, and vis-versa. 


SENSE MAGIC 


2nd-level manifestation 
You can cast Detect Magic at will, without 
expending a spell slot or material components. 


SHADOW OF EVIL 


2nd-level manifestation 

While your Accursed Cloak is active if you are in dim 
light or darkness you may use a bonus action to 
become invisible until you move, make an attack, or 
dismiss your Accursed Cloak. 


SIEGE MONSTER 


Ist-level manifestation 
While your Accursed Cloak is active you deal double 
damage against objects and structures. 


SILVER TONGUE 


5th-manifestation 

While your Accursed Cloak is active, when you make 
a Charisma ability check you may choose to replace 
the number you roll with 10. Additionally if you are 
affected by a magical effect that would determine if 
you are truthful you may attempt to lie, roll a d20, ona 
10 or higher the effect indicates you are being truthful, 
no matter what you say. 


SONOROUS VOICE 


Ist-level manifestation 
When you make a Charisma ability check with 
advantage you may choose to reroll one of the dice. 


SOUL REAVER 


5th-level manifestation 

While your Accursed Cloak is active your powerful 
aura condenses around one of your natural weapons 
or a weapon you touch. The weapon now has +2 to 
attack and damage rolls. Additionally if you land a 
critical hit and use your Channel Harm feature against 
a creature with 50 or less hit points you tear the soul 
from its flesh, killing it instantly. If the target is undead, 
a construct, or has no soul instead you deal an 
additional 8d6 necrotic damage. 


SOUL SIGHT 


2nd-level manifestation 
While your Accursed Cloak you can see souls within 
3Oft. 


SOOTHING LIGHT 


3nd-level manifestation 

While your Accursed Cloak is active when a non 
hostile creature within 30 feet of you regains hit points 
they regain an additional d8 hit points. 


SPEAK IN TONGUES 


Ist-level manifestation 
While your Accursed Cloak is active you can speak 
and understand any language. 


SPELL OF THE ARCHWIZARD, 
LESSER 


Ist-level manifestation, Prerequisite: Archwizard 
Sealed Entity 

Choose a Ist or 2nd level spell from the wizard spell 
list, it counts as an Keeper spell for you but does not 
count towards your spells known. You may cast it 
once with out spending a spell slot. 


SPELL OF THE ARCHWIZARD, 
GREATER 


2nd-level manifestation, Prerequisite: Archwizard 
Sealed Entity 

Choose a 2nd or 3th level spell from the wizard spell 
list, it counts as an Keeper spell for you but does not 
count towards your spells known. You may cast it 
once with out spending a spell slot. 


SPELL OF THE ARCHWIZARD, 
LEGENDARY 


3rd-level manifestation, Prerequisite: Archwizard 
Sealed Entity 

Choose a 4th or 5th level spell from the wizard spell 
list, it counts as an Keeper spell for you but does not 
count towards your spells known. You may cast it 
once with out spending a spell slot. 


SPELL OF THE ARCHWIZARD, EPIC 


4th-level manifestation, Prerequisite: Archwizard 
Sealed Entity, Legendary Spell of the Archwizard 

Choose a 6th or 7th level spell from the wizard spell 
list, it counts as an Keeper spell for you but does not 
count towards your spells known. You may cast it 
once with out spending a spell slot. 


SPELL OF THE ARCHWIZARD, 
MYTHIC 


5th-level manifestation, Prerequisite: Archwizard 
Sealed Entity, Epic Spell of the Archwizard 

Choose a 7th or 8th level spell from the wizard spell 
list, it counts as an Keeper spell for you but does not 
count towards your spells known. You may cast it 
once with out spending a spell slot. 


STRANGE FLESH 


Ist-level manifestation 
While your Accursed Cloak is active your body along 
with any equipment you are wearing or carrying 
becomes strangely pliable. You can move through a 
space as narrow as 1 inch without squeezing. 
Additionally you may expend 5ft. of movement to 
escape from non-magical bindings or shackles. 


STRONGER MIND 


2nd-level manifestation 
You gain resistance to psychic damage and 
proficiency with Intelligence Saving Throws. 


THICK SKIN 


3rd-level manifestation 
You are resistant to non-magical bludgeoning, 
piercing, and slashing damage. 


WEIGHTY PRESENCE 


2nd-level manifestation 

While your Accursed Cloak is active creatures within 
15 feet of you must expend twice their normal 
movement to move towards or away from you. 


WILD BELLS 


3rd-level manifestation 

While your Accursed Cloak is active, strange sounds 
like ethereal bells, quite wails, or ominous chanting 
can be heard within 120 feet of you. When a creature 
rolls to resist the charmed or frightened condition you 
may use your reaction roll your Channeling Die, and 
subtract the result from their roll, potentially causing 
them to fail. You may choose to do this after the 
creature rolls, but before the result is declared. 


UNCANNY GRASP 


Ist-level manifestation 

While your Accursed Cloak is active you do not 
expend extra movement when moving while 
grappled to 1 other creature. (/Fyou are playing with 
the One D&D playtest you do not gain the Slowed 
Condition when you move while grappled to another 
creature.) 


UNCOMMON VITALITY 


2nd-level manifestation 
Increase you Hit Point maximum by an amount 
equal to twice your Keeper level. 


UNDAUNTED GENERALISSIMO 


4rd-level manifestation 

Choose a creature type (aberration, beast, celestial, 
construct, dragon, fey, fiend, monstrosity, or undead), 
while your Accursed Cloak is active, at the beginning 
of your turn, friendly creatures of that type within 10 
feet that have 1 or more hit points regain a number of 
hit points equal to your charisma modifier, up to half 
their maximum hp. 


UNNATURAL CELERITY 


Ist-level manifestation 
While your Accursed Cloak is active your movement 
increases by 10 ft. 


VOID WAKE 


4th-level manifestation 

While your Accursed Cloak is active all of your 
movement speeds are 15ft and the space with in 20 
feet of you becomes warped and dangerous. Other 
creatures treat the area as difficult terrain and partially 
obscured, and when another creature moves into or 
with in the area they take 2d4 necrotic damage for 
every 5 feet they move. 


WEIRD POWER, LESSER 


Ist-level manifestation 

You learn a Ist-level spell from another Sealed 
Entity’s Expanded Spell list. You may cast it once per 
long rest with out expending a spell slot. 


WEIRD POWER, GREATER 


2nd-level manifestation 

You learn a 2nd-level spell from another Sealed 
Entity’s Expanded Spell list. You may cast it once per 
long rest with out expending a spell slot. 


WEIRD POWER, LEGENDARY 


3rd-level manifestation 

You learn a 3rd-level spell from another Sealed 
Entity’s Expanded Spell list. You may cast it once per 
long rest with out expending a spell slot. 


WEIRD POWER, EPIC 


4th-level manifestation 

You learn a 4th-level spell from another Sealed 
Entity’s Expanded Spell list. You may cast it once per 
long rest with out expending a spell slot. 


WEIRD POWER, MYTHIC 


5th-level manifestation 

You learn a 5th-level spell from another Sealed 
Entity’s Expanded Spell list. You may cast it once per 
long rest with out expending a spell slot. 


WORLD DEVOURER 


5th-level manifestation 

Any nonmagical item that you consume is 
permanently destroyed, only a Wish spell can bring it 
back. If you attempt to digest a magical item it takes 8 
hours and you must make a Constitution check with 
DC equal to 10 + 5times the object rarity, i.e. 15 for 
common, 20 for uncommon, etc. If you succeed the 
object is destroyed. If you fail you regurgitate the 
magical item and take acid damage equal to the DC 
of the check. You can not destroy Artifacts this way. 


KEEPER SPELL LIS 


1ST LEVEL 
Arctic Breath* 
Burning Hands 
Bane 

Disquieting Murmurs 
Inflict Wounds 
Nauseating Poison 
Lightning Tendril 
Slapshot! 
Shattering Stomp! 
Stone Fist 
Thunderwave 

Water Blast* 


2ND LEVEL 
Cold Snap* 
Crackle 
Darkness 


Dazzling Spheres! 


Gale Bolt 

Hold Person 
Hurricane Slash* 
Magic Weapon 
Scorching Ray 
Shatter 

Seeking Orb“ 
Star Dust* 


Vicious Vapors 


3RD LEVEL 
Aether Lance 
Electrocute< 
Fireball 
Flash Freeze 
Haste 
Lightning Bolt 
Magnite Burst! 
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Prismatic Charge! 
Psyshock'! 
Monstrous Roar! 
Sonic Sprint! 
Thunder Pulse* 
Vorpal Strike! 
Vortex Blast 


4TH LEVEL 
Aero Barrage 
Blight 

Control Water 
Dominate Beast 
Force Blade“ 
Freedom of Movement 
Geyser“ 

Ice Storm 
Orbital Stones“ 
Poison Puff< 


Spells marked with a K are from Kibbles Generic Elemental Spells 
Spells marked with an | are from Ideben’s Other Grimiores of Legendary Magics 


Suffocate® 
Wall of Fire 


5TH LEVEL 
Antilife Shell 
Aether Storm 
Aether Geyser 
Ars Ferrum! 
Commune 
Cone of Cold 
Aura Force! 
Fissure 
Flame Strike 
Sky Burst* 
Sonic Rave! 
Sonic ShriekX 
Tornado 
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CORRUPTION 


CORRUPTION SYMPTOMS 


These tables are provided as examples of possible 
symptomes of the corruption that Keepers 
experiance. You may use them or creature your own 
unique corruption symptoms. Your GM will explain to 
you the particular variables pertaining to you, like who 
or what the symptom refers to. 


1D20 SYMPTOM 
1 You gain a Greater Corruption Symptom instead. 
2 You gain a level of exhaustion. 


3 Normal temperatures become uncomfortable you must wear more 
or less clothing than most. You become immune to the effects of 
either hot or cold weather. At the GM’s descretion you may be 
subject to the effects of extreme heat or cold even when other 
would not be. 
4 Your eyes change color and become highly reflective in the dark. 
You have disadvantage on stealth check while in dim light, but dim 
light does not impose disadvantages on perceiving things within 
30 feet. 
5 Your voice changes and becomes uncomfortable to listen to. Any 
Charisma(persuasion) ability checks are made with disadvantage 
while any Charisma(intimidation) checks are made with advantage 
6 All of your wounds heal with obvious scars made of different 
looking flesh. When you expend hit dice reroll any die that have the 
minimum or maximum result. 
One of your tastes or habits change. 
You suddenly value something way more or way less than you 
used to. 
9 You become allergic to a mundane material and can not touch it 
with out becoming very uncomfortable. While touching such a 
material you make all ability checks at disadvantage. 
10 Aword in your vocabulary is replaced with an equivelant word in a 
differnt language. 
11 Certain topics of conversation make you feel sick. 
2 Peculiar and unsettling smells fills the air near you 
13 Strange and disturbing nightmares fill your sleep. When you regain 
hit dice after a long rest you regain 1 fewer hit die than normal 
14 One of your senses becomes preternaturally sharp, you gain 
advantage on Wisdom(perception) checks when using that sense, 
but you can become overwhelmed by that sense. When you 
experience something that would overload that sense you must 
make a DC 15 Constitution saving throw or become stunned until 
the end of your next turn. 
15 Scales/Plates/Fur/Feathers/Strange Markings/Twisted Flesh 
appears around your body. 
16 You remember an event that never happened to you or happened 
to someone else. 
7 You irrationally trust or distrust a creature. 
18 You mutter strange things in your sleep and will sometimes sleep 
walk. 
19 You feel an emotion (fear, joy, anger, sadness) more often than 
normal and at inappropriate times. 
20 Some physical aspects of your Accursed Cloak remain, even if it 
isn’t active. 


GREATER CORRUPTION SYMPTOMS 


For every 5 Corruption Symptoms the Keeper has you 
may give the Keeper one of the following symptoms 
of Deeper Corruption. 


1D6 SYMPTOM 
1 When you roll your channeling die, they you another corruption _ 
symptom when either the highest or the lowest result is rolled. 
2 The Sealed Entity programs you to respond to certain conditions. 
The GM declares a condition and an action, for the next 24 hours 
whenever the condition is met You must make a DC 15 wisdom 
saving throw or carry out the declared action. 
3 The Sealed Entity enforces a taboo upon you making it impossible 
to discuss a particular topic or fact. 
4 When you deactivate your Accursed Cloak you must roll a 
Channeling Die. You gain another Corruption symptom if you roll 
the maximum result. 
5 You tired much quicker than normal, if you go longer than 12 hours 
without a short or long rest you gain 1 level of exhaustion. You can 
not gain more than 3 levels of exhaustion this way. 
6 You become obsessed with acquiring or destroying all of some kind 


of thing. 
7 You irrationally consider a creature fo the GM’s choice a friend or 
foe. 
8 You gain a sudden flash of “insight” that you believe to be 


completely correct. 


PURIFY CORRUPTION 


The corroding effects drawing too heavily on your 
sealed entity can linger for a long time. Some 
symptoms may never fade away. But by abstaining 
from using its power, deep relaxation, and conducting 
some purification rituals you can try to purge the 
corruption from your body. While others may be 
crafting, recuperating, or plying their trade, during 
your downtime you might attempt to purify yourself. 

After at least three days of downtime spent 
recuperating, and spending at least 15gp for bespoke 
rituals, purifying incense, holy waters, cleansing baths, 
or something similar, you may make a DC 15 
Constitution saving throw. On a successful save you 
may remove any number of lesser Corruption 
Symptom that is not a Greater Corruption Symptom. 
You gain a +] bonus to the roll for every additional day 
of downtime or 10 gp you spend before making the 
saving throw. 

Regardless of the result, going about these 
purifying activities can draw attention. Rolla d8,on al 
a complication occurs according to the GM's 
discretion. 

You may remove one Greater Corruption Symptom 
by making a DC 20 Constitution saving throw Is the 
same and spending 50 gp. You gain a +1 bonus for 
every additional week of downtime or 15 gp spent 
before making the saving throw. 


APPENDIX A: 


STAT BLOCKS 


LOYAL SERVANTS 


Stat blocks for several Tiny CR 1 creatures have been 
included as options for the Loyal Servant 
Manifestation. These may also be used as extended 
familiar option for other characters. A warlock with a 
Celestial Patron may find themselve provided with an 
Urvan assistant, while the Great Old One may send a 
Yk'thy to support their dreambound servant. 
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URVAN 


Tiny celestial, lawful good 


Armor Class 12 
Hit Points 10 (3d4 + 3) 
Speed 30 


STR DEX CON INT WIS CHA 
6 (-2) 15 (+2) 13 (+1) 13 +1) 12 (+1) 14 (+2) 


Skills Insight +3, Persuasion +4, Religion +3, Stealth +4 

Damage Resistances cold, fire, lightning; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Damage Immunities poison 

Condition Immunities poisoned 

Senses darkvision 120 ft., passive Perception 11 

Languages Celestial, Common 

Challenge 1 (200 XP) 


Shapechanger. The Urvan can use its action to polymorph into a 
beast form that resembles a dove (speed 10 ft., fly 40 ft.), a cat 
(30ft., climb 30ft.), a fish (40 ft., swim 40 ft.), or back into its true 
form. Its statistics are the same in each form, except for the 
speed changes noted. Any equipment it is wearing or carrying 
isn’t transformed. It reverts to its true form if it dies. 

Magic Resistance. The Urvan has advantage on saving throws 
against spells and other magical effects. 


ACTIONS 


Slam. Melee Weapon Attack: +4 to hit, reach 5, one target. Hit: 4 
(1d4+2) bludgeoning damage, and the target must succeed on a 
DC 11 Intelligence saving throw or take 2(1d4) psychic damage 
and become charmed for 1 minute. The target can repeat the 
saving throw at the end of each of its turns, ending the effect on 
itself on a success 

Flair(1/Day). One creature of the Urvan’s choice within 20 ft of it 
must succeed on a DC 11 Wisdom saving throw or be blinded 
for 1 minute. The target can repeat the saving throw at the end 
of each of its turns, with disadvantage if the Urvan is within line 
of sight, ending the effect on itself on a success. 

Invisibility. The Urvan magically turns invisible until it attacks or 
uses Flair, or until its concentration ends (as if concentrating on 
a spell). Any equipment the Urvan wears or carries is invisible 
with it 


VARIANT: URVAN FAMILIAR 


Mortal spellcasters interested in extraplanar familiars find 
Urvan easy to summon and eager to serve. The Urvan plays 
the part of deferential assistant. It serves its summoner 
well, but tries to inspire them to greater and greater acts of 
kindness and gentleness. Such Urvan have the following 
trait. 


Familiar. The Urvan can serve another creature as a 
familiar, forming a telepathic bond with its willing master. 
While the two are bonded, the master can sense what the 
Urvan senses as long as they are within 1 mile of each 
other. While the Urvan is within 10 ft of its master, the 
master shares the Urvan’s Maic Resistance trait. At any 
time and for any reason, the Urvan can end its service as a 
familiar, ending the telepathic bond. 


YK’THY 


Tiny Aberration, Chaotic Evil 


Armor Class 11 
Hit Points 13 (3d4+6) 
Speed 30ft. 


STR i) >4 CON INT WIS CHA 
12 (+1) 13 (+1) 15 (+2) 10 (+0) 10 (+0) 6 (-2) 


Mindsight. The Yk’thy is blind and must rely on its hearing, 
unless there is a creature within range of its telepathy. The Yk’thy 
can uses the senses of any creature within range of its telepathy. 


ACTIONS 


Rift Warp. The Yk’thy teleports to a space that it can sense with 
its blindsense or mindsight within 60ft. Creatures withing 5ft. of 
the space it left and the space it teleported to must make a DC 
10 Intelligence saveing throw or take 5(2d4) psychic damage. If 
the Yk’thy is grappled to another creature, they are teleported 
with the Yk’thy and must make both saving throws. 


Tentacle. Melee Weapon Attack: +3 to hit, Reach 5ft., one target. 
Hit 6 (2d4+1) Bludgeoning damage, and the creature is 
grappled, escape DC 10. 


Psychic Scream (recharge 5-6). The Yk’thy lets loose a 
disorienting screech that scrambles the mind. All creatures 
within 30ft. must make a DC 10 Intelligence saving throw or take 
5 (2d4) psychic damage, if they fail by 5 or more they are also 
stunned until the end of the Yk’thy’s next turn. 


VARIANT: YK’THY FAMILIAR 


Mortal spellcasters interested in extraplanar familiars find 
Yk’thy easy to summon and easy to control. The Yk’thy 

lays the part of living tool. It serves its summoner to the 
etter. Such Yk’thy have the following trait. 


Familiar. The Yk’thy can serve another creature as a 
familiar, forming a telepathic bond with its willing master. 
While the two are bonded, the master can sense what the 
Yk’thy senses as long as they are within 1 mile of each 
other. While the Yk'thy is within 10 ft of its master, the 
master shares the Yk’thy’s mindsight. At any time and for 
any reason, the Yk’thy can end its service as a familiar, 
ending the telepathic bond. 
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ARIEL 


Tiny Fey, Chaotic Neutral 


Armor Class 13 
Hit Points 7 (3d4) 


Speed fly 60 ft. 
STR DEX CON INT Wis CHA 
a) 16 (+3) 10 (+0) 8 (-1) 12 (+1) 14 (+2) 


Saving Throws Wis +3 

Skills Nature +3, Perception +3, Stealth +5 

Damage Vulnerabilities poison, bludgeoning, piercing, and 
slashing damage from iron weapons 

Condition Immunities charmed, restrained 

Senses passive Perception 11 

Languages — 

Challenge 1 (200 XP) 


Gaseous Form. While in this form an Ariel gains all the affects of 
the Gasious Form spell. 


Breeze Step. lf an Ariel moves in the same direction of a breeze 
or stiff wind they may move 2 additional feet for every foot of 
movement spent. 


Innate Spellcasting. The Ariel’s innate spellcasting ability is 
Charisma (spell save DC 12). It can innately cast the following 
spells: At will: druidcraft, aerokinesis! 

1/day each: confusion, dancing lights, detect evil and good, 
detect thoughts, dispel magic, entangle, gust of wind 


Magic Resistance. The Ariel has advantage on saving throws 
against spells and other magical effects. 


ACTIONS 


Superior Invisibility. The Ariel magically turns invisible until its 
concentration ends (as if concentrating on a spell). Any 
equipment the Ariel is wearing or carring is invisible with it. 


Phase Shift The Ariel transforms into it Gaseous Form or Regular 
form. 
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SPECTRAL CAT 


Tiny Undead, Chaotic Evil 


Armor Class 14 
Hit Points 7 (3d4) 
Speed 40ft., fly 20 ft. 


STR DEX CON INT WIS CHA 
1 (-5) 18 (+4) 10 (+0) 3 (-4) 12 (+1) 8 (-1) 


Saving Throws Wis +3 

Skills Perception +3, Stealth +6 

Damage Resistances acid, cold, fire, lightning, thunder; 
bludgeoning, piercing, and slashing from nonmagical attacks 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, grappled, 
paralyzed, petrified, poisoned, prone, restrained, unconscious 

Senses passive Perception 13 

Languages — 

Challenge 1 (200 XP) 


Incorporeal Movement. The spectral cat can move through other 
creatures and objects as if they were difficult terrain. It takes 4 
(1d8) force damage if it ends its turn inside an object. 


Sunlight Sensitivity. While in sunlight, the spectral cat has 
disadvantage on attack rolls, as well as on Wisdom (Perception) 
checks that rely on sight. 


ACTIONS 


Life Drain. Melee Spell Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 7 (3d4) necrotic damage. The target must succeed on a DC 
10 Constitution saving throw or its hit point maximum is 
reduced by an amount equal to the damage taken. This 
reduction lasts until the creature finishes a long rest. The target 
dies if this effect reduces its hit point maximum to 0. 


These creatues and more will one day be collected in 
Ideben’s Other Grimoires of Legendary Creatures. 


LEGENDARY 
TRANSFORMATIONS 


The following are some example stat blocks to inspire 
players and DMs to create their own legendary 
creatures to be sealed inside the Keeper. 
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DEMI-TARRASQUE 


Huge monstrosity (titan), unaligned 


Armor Class 24 (Natrual Armor) 
Hit Points 405 (18d20+216) 
Speed 35 ft. 


STR DEX CON INT WIS CHA 
26 (+8) 11 (+0) 24 (+7) 8 (-1) 10 (+0) 11 (+0) 


Saving Throws Int +5, Wis +6, Cha +6 

Damage Resistances Fire, Poison; Bludgeoning, Piercing, and 
Slashing From Nonmagical Attacks 

Condition Immunities Charmed, Frightened, Paralyzed, Poisoned 

Senses Blindsight 120 ft., passive Perception 10 

Challenge 20(25,000exp) 


Surprising Fortitude(3/day). \f the Demi-Tarrasque fails a saving 
throw, it may choose to reduce its current HP by 30 to succeed 
instead. 


Magic Resistance. The tarrasque has advantage on saving throws 
against spells and other magical effects. 


Reflective Carapace. Any time the Demi-Tarrasque is targeted by a 
magic missile spell, a line spell, or a spell that requires a ranged 
attack roll, roll ad6. On a 4-5, the Demi-Tarrasque is unaffected. 
On a 6, the Demi-Tarrasque is unaffected, and the effect is 
reflected back at the caster as though it originated from the 
tarrasque, turning the caster into the target. 


Siege Monster. The Demi-Tarrasque deals double damage to 
objects and structures. 


ACTIONS 


Multiattack. The Demi-Tarrasque can use its Frightful Presence. 
It then makes five attacks: one with its bite, two with its claws, 
and two with either its horns or with its tail. It can use its 
Swallow instead of its bite. 


Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., one target. Hit: 
21 (2d12 + 8) piercing damage. If the target is a creature, it is 
grappled (escape DC 18). Until this grapple ends, the target is 
restrained, and the tarrasque can’t bite another target 


{ DEMI-TARRASQUE 


Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target. 
Hit: 17 (2d8 + 8) slashing damage. 


Horns. Melee Weapon Attack: +14 to hit, reach 5 ft., one target. 
Hit: 19 (2d10 + 8) piercing damage. 


Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., one target. 
Hit: 18 (3d6 + 8) bludgeoning damage. If the target is a creature, 
it must succeed on a DC 18 Strength saving throw or be knocked 
prone 


Frightful Presence. Each creature of the tarrasque’s choice within 
120 feet of it and aware of it must succeed on a DC 13 Wisdom 
saving throw or become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its turns, with 
disadvantage if the tarrasque is within line of sight, ending the 
effect on itself on a success. If a creature’s saving throw is 
successful or the effect ends for it, the creature is immune to the 
tarrasque’s Frightful Presence for the next 24 hours. 


Swallow. The tarrasque makes one bite attack against a Large or 
smaller creature it is grappling. If the attack hits, the target takes 
the bite’s damage, the target is swallowed, and the grapple ends. 
While swallowed, the creature is blinded and restrained, it has 
total cover against attacks and other effects outside the 
tarrasque, and it takes 31 (9d6) acid damage at the start of each 
of the tarrasque’s turns. If the tarrasque takes 30 damage or 
more on a single turn from a creature inside it, the tarrasque 
must succeed on a DC 16 Constitution saving throw at the end of 
that turn or regurgitate all swallowed creatures, which fall prone 
in a space within 10 feet of the tarrasque. If the tarrasque dies, a 
swallowed creature is no longer restrained by it and can escape 
from the corpse by using 30 feet of movement, exiting prone. 


REACTIONS 


The Demi-Tarrasque may take three reactions per round but only 
one per turn. 


Intelligent Reflection. When the Demi-Trarrasque’s rolls a die for 
its Reflective Carapace feature, it may use a reaction to make a 
DC 10 Intelligence ability check. On a success the spells is 
reflected as if it rolled a 6 for Reflective Carapace. 


Move. When a creature within 120 feet moves the Demi- 
Tarrasque use a reaction to move up to half its speed. 


The Demi-Tarrasque appears like a smaller version of the great 
monstrosity with a humanoid body inbedded between its 
horns. 


A Demi-Tarrasque normally forms when a mortal attempts to 
control the tarraque with magic but is unable to satisfy the 
beasts endless hunger. When the mortal’s control slips the 
starved and shrunken Tarrasque Tarrasque devours its master. 
The magic of their bond causes their flesh to fuse and a Demi- 
Tarrasque is born. 


The humanoid experiances constant and imense suffering, but 
some have been know to retain enough of their mind to 
continue controling the beast.Some have even maintained 
their ability to cast spells. 


THE AESTIVAL TYRANT 


Medium fey, chaotic evil 


Armor Class 20(fae-wrought armor) 
Hit Points 229 (26d8+112) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
16 (+3) 23 (+6) 18 (+4) 14 (42) 18 (+4) 22 (+6) 


Saving Throws Dex +12, Wis +10, Cha +12 

Skills Perception +10, Nature +10, Insight +10, Intimidation +12 

Damage Resistances Fire, Bludgeoning, piercing, and slashing 
from non magical attacks 

Condition Immunities charmed, frightened 

Senses Darkvision 60ft, Passive Perception 20 

Languages Common, Elvish, Sylvan, Telepathy (60ft) 

Challenge 20(25,000exp) 


Fey Step. As a bonus action, the Summer Queen can teleport up 
to 30 feet to an unoccupied space it can see. 
Magic Resistance. The Aestival Tyrant has advantage on saving 
throws against spells and other magical effects. 
Spellcasting. The Aestival Tyrant’s spellcasting ability is 
Charisma (spell save DC 20, +12 to hit with spell attacks). The 
Aestival Tyrant can cast the following spells with out Material 
Components: 
At-Will: Druidcraft, Produce Flame, Friends 
4/day each: Command, Charm Person, Detect Thoughts, 

Faerie Fire, Healing Word, Phantasmal Force 
3/day each: Daylight, Flame Blade, Heat Metal, Wall of Fire 
1/day each: Conjure fey, Sunbeam, Firestorm 
Bonded Blade. As a bonus action the Summer Queen can 
summon or dismiss the magic long sword Ghrian from an 
extraplanar pocket. 
Fae-Wrought Armor. The Aestival Tyrant is clad in magic armor 
that gives is resistance to bludgeoning piercing and slashing 
damage from nonmagical attacks. If another creature wears this 
armor they take 1d4 fire damage at the beginning of every turn. 


ACTIONS 

Multiattack. he Summer Queen makes three weapon attacks. 
Ghrian. Melee weapon attack: +12 to hit, reach 5 ft., one target: 
Hit: 18(3d8 + 5) slashing damage plus 9(2d8) fire damage or 
21(3d10 + 5) slashing damage plus 9(2d8) fire damage if used 
with two hands. 

Longbow. Ranged Weapon Attack: +12 to hit, range 150/600 ft., 
one target. Hit: 18 (3d8 + 6) piercing damage plus 9 (2d8) fire 
damage. 

Dazzling Heat (Recharge 5-6). Bright sheets of light and heat 
suddenly feel the area around the Aestival Tyrant. A creature that 
is within 20 feet and can see must succeed on a DC 20 Wisdom 
saving throw or take 1d8 fire damage and become 
incompasitated until the end of their next turn. 


BONUS ACTIONS 

Fey Step.(Recharge 3-6) The Aestival Tyrant, along with any 
equipment it is wearing or carrying, up to 30 feet to an 
unoccupied space it can see. 


REACTIONS 

Summer’s Rebuke. The Aestival Tyrant rebukes a creature that hit 
is with a melee wepon attack. The target must make a DC 20 
Constitution saving throw. On a failed save the creature takes 
10(2d10) fire damage and falls prone. On a successful save the 
creature takes half as much damage, but does not fall prone. 


ER TREE 


Gargantuan Plant (Titan), Generally Neutral 


Armor Class 20(Natural Armor) 
Hit Points 216(16d10+128) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 6 (-2) 26 (+8) 12 (+1) 18 (+4) 14 (+2) 


Saving Throws Con +14, Wis +20 

Damage Resistances Bludgeoning, piercing, and slashing from 
non magical attacks 

Condition Immunities charmed, frightened, prone, paralyzed, 
stunned 

Senses Blinde Sight(120ft) 

Languages none 

Challenge 20(25,000exp) 


Wardens of the Arbor. The first time the Wonder Tree drops below 
110 HP it immediately summons 2 Treants, which are friendly to 
the Wonder Tree and take their turn on initiative count 10. 


False Appearance. When the Wonder Tree remains motionless, it 
are indistinguishable from a massive ancient tree. 


Immutable Form. The Wonder Tree is immune to any spell or 
effect that would alter its form. 


Regeneration. At the beginning of The Wonder Tree’s turn if it has 
1 or more hit points it regains 25 hit points. The Wonder Tree 
does not regenerate if it has taken any cold damage since the 
end of its last turn. 


Spreading Roots. |f the Wonder Tree has spent 0 movement, until 
the end of its next turn, the ground in a 10 ft radius around it is 
difficult terrain. Each creature that starts its turn in that area 
must succeed on a Strength saving throw or have its speed 
reduced to 0 until the start of its next turn. 


Siege Monster. The Wonder Tree deals double damage to objects 
and structures. 


ACTIONS 


Multiattack. The Wonder Tree makes 2 Slam attacks and 
Grasping Roots once and then Energy Drain once 


Slam. Melee Weapon Attack: +12. Reach: 15 ft., Hit: 22 (3d10 + 
5) bludgeoning damage. 


Grasping Roots. Creatures of the Wonder Tree’s choice within 10 
feet must make a DC 19 Saving Throw or they become grappled 
by the Wonder Tree. 


Energy Drain. All creatures grappled by the Wonder Tree must 
make a DC 16 Constitution Saving throw, taking 14 (2d10 + 4) 
necrotic damage on a failed save and half as much on a 
successful save. The Wonder Tree then regains 4 hit points for 
every creature that took damage this way. 


Bestow Life. The Wonder Tree reduces its HP by any amount, 
then creatures of the Wonder Tree’s choice regain HP equal to 
that amount split evenly between the chosen creatures. 


REACTIONS 


Gushing Sap. When the Wonder Tree takes bludgeoning, piercing, 
or slashing damage it may use its reaction to force 1 creature 
within 10 feet to succeed on a DC 16 Dexterity Saving Throw or 
become Incapacitated by a mass of sticky sap. An Incapacitated 
creature may use its action to reattempt the saving throw to 
escape. 


LEGENDARY ACTIONS 


The Wonder Tree can take 1 legendary action, choosing from the 
options below. Only one legendary action option can be used at a 
time and only at the end of another creature’s turn. You regain 
spent legendary actions at the start of your turn. 


Branch. The Wonder Tree makes a Slam attack 


Vines. A creature within 60 feet must make a DC 19 Dexterity 
Saving throw or be pulled 30 feet toward the Wonder Tree. 


CHANGE LOG 


The Wonder Tree raised up to be a CR 20 creature 
Summer Queen upgraded to the Aestival Tyrant 
Lesser Terrasque upgraded to Demi-Tarrasque 
The Arbor has undergone segnifigant changes. 
Some Flavorful text removed. Possibly will be 
added to an auxilary document 

Subclasses Added to document and Updated 
based on feed back from Reddit 

Complexity rating for subclasses introduced. 

The AC calculation for Accursed Cloak has now 
been returned to 10+Dex+CON to better sell the 
constitution focus of the class. Make the class a 
little less MAD. 

All Level 20 transformation effects are now CR 20 
creatures to be more inline with the Polymorph 
spell. 

Entity Relationships can now be updated after a 
long rest so that the mechanics can be more 
responsive to the fiction of a game. 

Complexity Indicators included 


2.5.1 


New Imagry from Midjourny and ArtBreeder 
Name Changed to KEEPER! 

Corruption Feature has now been folded into the 
Channeled Power Feature. Essentially taking 
control of the Keeper has been moved to a higher 
level corruption feature. 

10th and Tlth level and 14th and 15th level features 
were swapped to closser align with One D&D 
design philosophy. Initial subclass remains at Ist 
level 


2.5.0 


Channel Expertise removed from the Ist level 
ability and added to the 10th level ability. Reduces 
the multi-class abuse of the Ist level. Also the class 
already gets 3.5 skills at Ist level, no reason to give it 
guid-aid-bless-pertise. 

10th level Aura of Authority has been removed. The 
Aura doesn’t really fit with the play style expected 
of the Keeper. It was included to fill out the 10th 
level and mirror the Paladin. 

Harmony features of the Guardian Relationship 
changed as Corruption is now evaluated asa 
ribbon/flavor feature and is not counted asa 
ballancing mechaninc. 

Corruption is no longer considered a ballancing 
mechaninc. 

AC Boost from Accursed Cloak is now 13+Dex, a 
change from 10+Dex+Con, a change from 13+Con. 
This makes the class a little MADer if you want to 
really push AC. l.e. Dodge-tanks are still possible, 
just harder now. 

Beyond Mortal Ken wording cleaned up a little. 
Frequency of Corruption Checks have been 
reduced to match its new psudo-ribbon status. 


MANIFESTATION CHANGE 
LOG 


e Fear Aura now frightens for 1 minute instead of 
indefinity. 


